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24 DEAD OR ALIVE 5 
It's true that the first thing we think of when Dead or Alive is mentioned is the jiggle physics, but just 
like we tell potential partners: there's so much more under the surface. 


3 L FAMILY GUY 


Brian and Stewie get all up in everyone's рагаЦе 
realities with Back to the Multiverse. 


i D SLEEPING DOGS 


We couldnt let the sleeping dogs lie anymore 
and, frankly, we're glad we woke ‘em up. 
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How much is the next gen 


worth to you? 


While on the Internet (as | was procrastinating 
on finishing up this issue], | came across 
games industry analyst and pundit Michael 
Pachter discussing the possibility of a price 
increase for retail games as we transition to 
the next generation of consoles. Considering 
the complexity and cost of developing games 
these days [which would only be exacerbated 
by a more powerful and capable console], the 
notion of $60 games becoming $70 games 
isn't unreasonable. But considering the 
sluggish economy and the plethora of 
alternative gaming models available—from 
apps to downloads to free-to-play—it's also 
possible that such a move could infuriate 
gaming enthusiasts 

Personally, | think the gaming companies 
will avoid an MSRP increase at all cost. 
Instead, | think we'll move more and more in 
the direction of paid DLC content and in-game 
microtransactions. It's a lot easier to get that 
extra $10 out of you in several small payments 
than tacking it on to a single bulk $70 price tag 

But the whole issue got me thinking. Just 


Dan Fitzpatrick 
Art Director 


Dan Fitzpatrick has always. 
been more ofa fan of individual 
sports. He told us teams are 
for people who can't get the job 


cleaning his six-shooter. 


Mikel Reparaz 
Executive Editor 


heard him murmur, "So much 
blood..." Whata funny guy. 


PTOM online 


ceb 


Join in: facebook.com/ 
PTOMus. Contests, prizes, 
and good friends! 


Subscribe here: 
www.playstation 
themagazine.com 


done alone. Then he went back to 


We asked Mikel Reparaz about his 
early careerin Little League. His 
eyes grew distant and we just barely 


how much is too much when it comes to 
getting my gaming fix? I'm looking forward to 
the next-gen PlayStation console, but I’m 
hoping it doesn't require a $500-plus invest- 
ment at launch. (Note: This is conjecture. | 
have no idea about actual pricing.) | could 
probably live with $70 games, but yeah, that 
extra $10 would probably chafe me. Believe 
me, l'm already the world's biggest cheapskate 
when it comes to buying DLC. 

What do you think? Am | blowing the issue of 
a possible incremental price increase out of 
proportion? After all, plenty of you seem willing 
to drop $300 on a headset or $200 ona 
premium fight stick. But it seems l'm going to 
have to become even more discerning about 
cost in the next gen. How about you? 


Roger Burchill 
Editorin Chief 


Senior Editor 


Many of our readers may not 
He was the stick. Get it? It's 
thought it was funny. 


Anne Lewis 
Assistant Editor 


A curling is and 2) she is afraid of 
9 physical activity. 


Follow us: Check out our YouTube video channel. 
twitter.com/ Search: PTOMvideo. Also, when you see 
P_TOM a QR code, scan it for more РТОМ. 


Scott Butterworth 


know Scott Butterworth used to 
play hockey for his college team. 


because he's so skinny. Well, we 


Anne Lewis once dreamt of being a 


». professional curler, Recently she 
realized 1) she doesn't know what. 
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Entertainment Plan 


We've always hoped to 
become a master of 
۱ ist saw unlocking. Maybe that 
day has comewith the 
arrival of Resident Evil 6. 


NBA 2K13, Silent Hill: 
Book of Memories (Vita) 


Time for us to get our 
honor back by...killing 
awhole lot of people? 
Sure, let's get our 
Dishonored оп. 

XCOM: Enemy Unknown, 
Sniper: Ghost Warrior 2, 
Just Dance 4 


No Beard Dayis Mikel 
Reparaz's second least 
favorite day. His first 


On this day in 1957, the 
first commercial flight 
between California and 


Natsume, the 


Antarctica took place, least favorite day? No developer behind the 
because apparently the Jaws Unleashed Day. Harvest Moon series 
weather in Caliis just EC and Rune Factory, was 
too awesome for some 007 Legends, founded 25 years ago 
people. Doom 3: ВЕС Edition today. 


wee: 
There's something 
weird and uncomfort- 
able about dressing up. 
like a robot that turns 
into a car and still having 
to getintoa realcar to 
drive to work. 
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Stories 


everyone's 
talking about 


Small Spectacle 
Declassified's 
producer fills us 

in on Vita's own 
Black Ops. 

»Page 10 


Building Dreams 
Game-prop maker 
Lee “Fevereon” 
Camara shows 
off her creations. 
»Page 14 


Brutal Beams 
What's the secret 
to The Last of Us' 
ultraviolent 
combat? Lasers. 
»>Page 16 


Fighter’s Edge 
A look at three 
high-end fight 
sticks. Whose 
kung-fu is best? 
»Page 20 


The Great Debate 
PTOM game 4 
editors go Siskel 
and Ebert about { 
videogame movies. \ 
»>Page 22 
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After 20 years, Wade Wilson 
finally gets his due 


ost superhero games tend to be 

aimed at the same PG-13 

audience as comic-based films, 

with games like Batman: Arkham 

City pushing the Teen-rated 
envelope. But in order to make titles authentic for 
especially violent characters (and their fans], 
there's only one way to go: risk a Mature rating. 
And while "mature" is the last word we'd use to 
describe the overly talkative contract killer known 
as Deadpool, it looks like his just-announced game 
will definitely earn that rating. 

Despite being fairly popular and appearing in 
multiple games over the years, Deadpool is only 
just now receiving a starring role. It looks to have 
been worth the wait, as the upcoming title aims to 
bring DP's brand of violence to life as accurately as 
the medium of games can allow. The first bit of 
gameplay shown has Wade Wilson blasting away 


at henchmen with automatic pistols, then pulling 
out his twin swords to decapitate his enemies in his 
own darling way. 

The silliness only increases from there, as we 
see flashes of Deadpool punting an enemy in the 
crotch, inflating a bouncy castle, straddle-punching 
a masked goon in the face while falling at terminal 
velocity, and enduring constant interruptions by the 
voices in his head. Though the early footage seems 
to promise a standard-looking mix of third-person 
action, the gameplay will hopefully be as random 
as the humor; if nothing else, there were flashes of 
a first-person turret sequence that's hopefully a 
sign of varied gameplay to come. 

Deadpool developer High Moon is known as 
much for its quality fan service (see Transformers: 
War for Cybertron) as it is for good gameplay, and 
the game's script—written by current Deadpool 
comic scribe Daniel Way—points strongly in that 


will find much to love. 


The best superhero games to date 
have been the ones that understood their 
character's core concept of and built a 
game around it. It's happened with major 
stars like Batman and Wolverine, and High 
Moon seems to be on the right track with 
Deadpool. Maybe when the game hits in 
2013 it will finally elevate DP to the status 
he feels he so richly deserves. 


direction. Also, Deadpool himself is voiced 
by fan-favorite Nolan North, who played 
the character to hilarious effect in Marvel 
vs. Capcom 3. Deadpool’s motormouthed 
approach to paid murder also includes 
plenty of fourth-wall-breaking asides to 
the audience, so if the brief teaser (which 
is packed with them] is anything to go on, 
it already looks like fans of the character 


playstationthemagazine.com 


Whois that 
masked man? 
Created in the early 
1990s as a parody of 
DC's Deathstroke, 
Deadpool gained fame 
not only for his 
propensity for 
over-the-top violence, 
but for his constant 
humor and talking to 
the audience, often at 
the expense of the 
“reality” of his books. 
Avictim of the same 
Weapon X program 
that transformed 
Wolverine, the 
already-skilled Wade 
Wilson was granted an 
extremely powerful 
healing factor, 
simultaneously 
deforming Wade and 
making him virtually 
unkillable. 
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Stories everyone's talki 


Call of Duty 
Comes to Vita 


Activision Producer Neven Dravinski spills some early 
secrets on developer Nihilistic’s portable Black Ops: Declassified 


Is this a true first-person 
shooter, complete with dual 
analog stick controls? 

Absolutely. We've been really focused on 
bringing the mechanics of the Call of Duty 
experience to the Vita platform. Many see COD 
as the gold standard for FPS controls, and 
Sony and the development team were intent to 
make this the first handheld device that has 
controls on par with a home console system. 


Will the game retain Call of 
Duty’s trademark set-piece- 
driven style? 

Players will definitely see a familiar COD 
experience. Our approach has been two-fold: 1) 
Create a single-player experience with a series 
of short but intense objective- and survival- 
based missions. 2[ Complement the strengths 
of the Vita with a strong multiplayer 
experience. A lot of the emphasis on 
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Declassified is making it a multiplayer-focused 
title. Nihilistic is working to bring the classic 
COD-style multiplayer gameplay on the Vita 


with things like Perks, Challenges, Killstreaks, 
Care Packages, and even Prestiging and more, 


and adapting those to fit on a handheld. 
Visuals, connectivity, and matchmaking have 
been the team's top priorities to ensure the 
familiar COD gameplay and pace. Declassified 
accommodates a competitive 4-vs.-4 
multiplayer functionality via Wi-Fi. 


How will you utilize the Vita's 
unique functionality? 

The melee dynamic is already working really 
well on the touchscreen right now. In addition, 
lethal and tactical grenade tossing is done by 
dragging the grenade icon to the exact location 
on the screen where you want it used—it's 
proving really cool and fun to use and certainly 
helps out a ton in MP. 


How will the game's story tie into 
Black Ops IT? 

Declassified's story occurs between the events 
of Black Ops and Black Ops Il. For those that 
follow the fiction, we've created a companion 
game that provides a little more insight into the 
story of Black Ops, including both some familiar 
faces and new characters. 


Nihilistic recently released 
another high-profile game for 
the Vita: Hesistance: Burning 
Skies. What did they learn from 
developing that title? 

It's always difficult to launch a game on a new 
piece of hardware and come away unscathed. 
From our work on Call of Duty, it's clear that 
the teamat Nihilistic has taken a lot of the 
player feedback to heart and are challenging 
themselves to apply those key learnings 
going forward. 


Baby boomer 

Hiraiwas born on Dec. 22, 1960. 
His old man was a wealthy 
banker who he traveled with on. 
many overseas business trips. 
He nowcredits these early trips 
tothe U.S. and Canada as one of 


Hitthe books 


Rather than wasting his formative 


years blowing his college fundin 
Japanesearcades, Hiraiinstead 
knuckled down to some serious 
study. He graduated with a 

Bachelor of LiberalArts degree 


the big factorsinhis global 
business success story. 


from Tokyo's International 
Christian University in 1984 


t's been quite the reign for Kazuo 

Hirai. Not only has he been 

involved with Sony since the 
early 1980s, but he can also string 
out the pronunciation of Ridge Racer 
for approximately half a millennium. 
Make no mistake, rising from the 
company’s music division to become 
the main man of PlayStation, and 
then Sony as a whole, is as. 
impressive a feat as completing Dark 
Souls using only our feet. 

Hirai took over the big chair (which 

we presume is encrusted with 
rubies and spits fire) as CEO and 


Next-gen thinking 
In March 1999, Sony officially 
announced PS2. While its 
bulking black behernoth 
wouldn'tbe released until 
2000, the mere whiff of 
next-genPlayStationwas 
enough to dissuade 
mostcasual players 
from buying Sega's 
doomed Dreamcast. 


Ad теп 

Hiraiwas one ofthe 

key players behind ће 
cross-media advertising that 
helped to make PSone sucha 
mainstream culturalicon. 
His innovative advertising 
methods included promoting 
the PlayStation brandat 
major American sporting 
events, suchas NFL games. 


Vita life 
Years before Sony's latest 
handheld wonder was 
announced, Hiraiwas promoted 
toSonyvice presidentin July 
2006. He later become group 


| CEOofSCEIin 2007, and has 
since become the corporate 
face of PlayStation he unveiled 
Vita during 2011's PS Meeting. 


Music man 

Although he could have 
probably gotten away with 
some post-graduate slacking 
before taking the plunge into 


the business world, Hiraiwas 
immediately headhuntedand 
hired by Sony's music division 
іп 1984. 


All Hail Hirai 


Reliving the career highs of SCE’s outgoing chairman 


president of Sony in April, and 
replacing Howard Stringer must 
have been a daunting task. But 
thanks to over two decades of 
visionary work, especially with 
online breakthroughs, Hirai has 
become Sony's youngest leader 
since its founder, Akio Morita. 


On the Rise 

Moving over to the colossal 
battleship PlayStation mere months 
after the original machine launched 
in Japan, Sony's rise to the top of the 
gaming food chain is closely synced 


Hatethe game 
PSone was into its third year 
before Hiraireceivedan. 
in-game credit. His debut. 


nod came in 1997with 
Square's mostly forgotten 
| RPGSaGa Frontier, Since 
n, he’s been credited on 
wellover 100 first- and 
second-party Sony titles, 
spanning five machines. 


The social network 
Long before the birth of PSN, 
Hirai hada dream ofan 
online-capable PlayStation. 
Thisvision came to fruition 

in 2001, when Hirai unveiled 
the PS2 network adaptor. 
Sure, only 14ofyou bought 
one, but for folks who did, 
those early SOCOM matches 
were hella exciting. 


It’s how much? 
Though PS3would go onto 
become the machine we all 
adore now, itsrevealat E3 2006 
gave itan inauspicious start. 
With Hirai hosting Sony's 
conference, the $599 price 

tag, excited shrieks of Rillidge 
Raaaaacer, and giant crabs 
were perhaps ill-advised. 


Easy as PSP. 


AsPS2hitfullswing and 
began to sellin unparalleled 
numbers, Hirai andthe restof 
the Sony bigwigs were about to 
dip their toes into the portable 
paddling pool. PSP was 
officially revealed at E3 2004 
and would eventually sell 
over 70 million units. 


Play time 

Before the DualShock was but 
aglintin Ken Kutaragi's eye, Hirai 
quicklyascended through the 
ranks ofa pre-PlayStation Sony. 
His successin the international 
music division saw him become 
SCEJ'shead of businessaffairs, 
based out of NewYork. 


with Hirai scaling the corporate 
ladder. From presenting the 
glittering spectacle of Vita's OLED 
screen to trying to save PS3's ЕЗ 
debut as a giant hostile crustacean 
threatened to derail the whole show, 
Hirai has had quite the career. 

Now that he’s stepped down as 
chairman of Sony Computer 
Entertainment and has assumed his 
wider big-boss responsibilities, we'd 
like to bid him a fond farewell with a 
look back at some of the the 
highlights of his career with our 
favorite console... 


Console king 

The original PlayStation 
launchedin Japan on Dec. 
3, 1994, and quickly became 
astorming success when 
released globallyin 1995. 
Thatsame year, Hirai joined 
the burgeoning Sony 
Computer Entertainment 
Americas operations 
manager. 


Join the party 
Under Hirai's leadership, 
SCEAnurtureda healthy 
stable of second-party 
developers, manyof which 
arestill going strong today. 
The early'00s saw 
Insomniacand Naughty Dog 
in particular strengthen the 
PlayStation brandwith the 
Ratchet and Jak titles. 
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Commanding 


the Cloud 


Sony’s purchase of cloud-streaming service Gaikai 
opens up possibilities for PlayStation owners 


gaming world by announcing the 

purchase of Gaikai—a leader in the 
world of cloud-streamed games— 
for the princely sum of $380 million. 
According to Andrew House, president 
and group CEO of Sony Computer 
Entertainment, the company will utilize 
Gaikai's technology to create a service 
that will offer “immersive core games 
with rich graphics to casual content 
anytime, anywhere on a variety of 
Internet-connected devices.” 

What does this mean for today's 
PlayStation 3 and Vita players? Initially, 
very little—though Sony's acquisition of 
the company and its tech has definite 
implications for the future of gaming 
across all of Sony's digital platforms 

Cloud gaming allows users to access 
rich, AAA-quality games via a high- 
speed Internet connection without the 
need for advanced hardware; the 
computing is handled on a remote 


I n early July, Sony surprised the 


@ Safari File. Edit Views History Bookmarks Window Нер 
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server, and a video stream of the 
garneplay is sent to the phone, tablet, 
PC, or micro-console with little-to-no 
noticeable input lag. It's not quite perfect 
at this stage, but amazingly, it works— 
and Gaikai has even utilized its service to 
allow developers to demo full games 
within web browsers. 

The benefits are potentially immense 
on both sides of the equation. Gamers 
are able to access higher-quality games 
without the need for a powerful new 
device; titles can be streamed directly to 
smartphones or even properly equipped 
TVs, with no console needed. For 
developers and publishers, cloud-based 
gaming disrupts piracy and lowers the 
barrier of entry for many players by 
serving up Slick titles to devices well 
removed from the bleeding edge. 

It seems highly unlikely that Sony's 
days of making traditional home 
consoles and handhelds are done, but 
that doesn't mean that Gaikai's cloud- 


streaming tech won't 
be important to both the 

current and next waves of 

devices. While retail and downloadable 
games may still thrive, Gaikai potentially 
opens the door to letting more casual 
players experience modern, big-budget 
games on nearly any device, or even 
access libraries of classic content on 
the fly. And rather than downloading 
huge demos or time-limited full games, 
we may be able to jump into a streamed 
trial within seconds. 

We'll most likely see the fruits of Sony 
and Gaikai's labor first on mobile 
devices and built into smart televisions, 
though we're betting it won't be long 
before streaming garnes arrive on 
PlayStation systems. It may even be the 
first step towards transforming 
PlayStation from dedicated hardware 
platforms into a unified brand that 
Serves games to a wide array of 
compatible devices. 
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Gaikai.com offers 


playable demos of 
new-ish games [like 
Mass Effect 3 and The 
Witcher 2) that can 
load within a web 
browser in seconds. 


Credit card required for PlayStation Plus membership. 
"PlayStation", and the "PS" Family logo are registered trademarks and the PlayStation Network logo is a trademark of Sony Computer Entertainment Inc. © 2012 Sony пршег Entertainment America LLC. 


PlayStation.Plus 


Ф Immediate access to a library of great games 
& New titles arriving all the time for download 
Ф Exclusive discounts, betas, demos and features 


d 


18 Use the available 
connector kit to 
create a side-by-side 
arcade experience. 


The Big 10 


VET Stories everyones talking about 


Mad Catz Street Fighter X Tekken 

Arcade FightStick V.S. 

$200 (each); $20 Connector Kit madcatz.com/SFXTekken 

Changes to Mad Catz's well-established line of high-end fight sticks 
are often marked by new art designs and minor case tweaks. What 
differentiates the Street Fighter X Tekken Arcade FightStick V.S. is the 
available connector kit that allows two sticks to be joined together to 
recreate the classic side-by-side arcade playing experience. What hasn't 
changed is the controller's robust and durable build quality featuring 
arcade-level stick and button components sourced from Japanese arcade 
machine manufacturer Sanwa Denshi. 


€ Super Sticks 


Top-shelf fight sticks get competitive with unique features 


I4 Lefties are no longer 

atthe mercy of a right- 

hand dominated world. 
Nyko FSI 


$180 nyko.com 

If there's an established template for premium fight sticks, Nyko looks to 

reinvent it with added versatility and programming ease. While the Ғ515 
modular construction— it can quickly be reconfigured for left- or right- 
handed use—is its most noticeable attribute, it's the programmable macro 
and turbo buttons that illuminate to confirm inputs that should get the most 
work out. Thankfully, there's internal memory that saves macros and settings 
even when the unit is unplugged. The FS1 also uses Sanwa Denshi compo- 
nents to ensure there's still function behind its flashier form and features. 


HORI Fighting Edge 

$200 horiusa.com 

The big news about HORI's latest fight stick is the move to original 
stick-lever and button components. HORI claims that its “Hayabusa” 
square-gate stick is smoother and more responsive than competitors 
and its “Kuro” buttons more precise. It's difficult to objectively verify that 
claim during the heat of combat, but the Fighting Edge does feel velvety 
smooth and sounds less “clackety” than its rivals. We also like the stick's 
minimalist black-with-blue-LED-accents appearance, and a touchscreen 
interface for the Start and Select buttons and remapping functions further 
adds to the clean design aesthetic. 
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S3 owners have access to a pretty 

wide array of premium video 
services, and they're about to get one 
more. Neon Alley, created by manga/ 
anime powerhouse VIZ, is a 24-hour, 
PS3-exclusive network that specializes 
in Japanese animation. Debuting this 
fall for a $6.99 monthly fee, Neon Alley 
takes a somewhat unusual approach, 
offering around-the-clock schedule of 
shows [with limited commercial 
interruption] instead of a video-on- 
demand service. 

“Video on demand is best for those 
who already know what they want to 
watch,” says Brian Іде, Viz's vice 
president of animation, “while the 
curated TV-channel approach is a 
great format for discovery.” (However, 
he says, on-demand is being explored.) 

While it'll feature movies (including 
the Berserk trilogy), lge says Neon 
Alley's focus will be mainly on TV 


М/2 


Neon Alley 


24/7 anime comes exclusively to PSN 


anime, with a schedule that mixes 
familiar series like Naruto Shippuden, 
Death Note, and Inuyasha:The Final Act 
with newer, lesser-known properties 
such as Tiger & Bunny and Blue 
Exorcist. And while the channel 
promises exclusive weekly premieres 
of new anime, it'll also offer more than 
just animation; Asian film distributor 
Tai Seng is already on board to bring 
its movies to the channel, and Viz is 
looking to add more live-action 
content, including music videos. 

All of it will run uncut and dubbed 
(“Dubbed content speaks to a wider 
audience,” says Іде), and audience 
response will play a significant role in 
shaping the schedule. “One of the 
unique things about focusing on the 
PS3 is that we'll know what our fans 
are watching, and we'll be able to 
update our programming to keep fans 
excited,” says Іде. 
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Quick Pitch 


Back in Action 


DOAS beginner-friendly beatdowns are as 
fluid, fast-paced, and frenetic as ever. 


Set the Stage 


Each arena is packed with dazzling deathtraps 
that can decide the fight. 


Facelift 


The iconic characters look less 
like Barbie dolls and more like 
flesh-and-blood brawlers. 


Format PS3 ETA September Pub Tecmo Koei Dev Team Ninja 


Bringing down the house 


fter sitting on the sidelines for 
A nearly seven years—or more than 

а decade for true Sony loyalists 
who haven't touched the franchise since 
its PS2 debut—the Dead or Alive series 
has a lot to prove. Occupying the 3D 
ighting space between 5 
drawn-out combos and Virtua Fighter's 
cerebral complexity, DOA grew flabby, 
seemingly content to pander to fans of its 
female fighters titillating jiggle physics. 
But a lot has changed since then: 
charged with a heaw-hitting vivacity and 
enthralling cinematic style, it's looking 
ike Dead or Alive 5 will mark the 
triumphant return of the brazen brawling 
we remember so fondly. 
With improvements that showcase 
what it calls “fighting entertainment,” 
Team Ninja has crafted a fully 3D 
ighting game that endeavors to turn 
every fistfighting match into a crowd- 
pleasing spectacle, befitting of our 
favorite kung-fu film choreography. 
Dynamic camera angles, slow-motion 
shoulder slams, and an even bigger 
emphasis on the familiar Danger Zones 
infuse the hand-to-hand scuffles with a 


cinematic flair (though any or all of these 
features can be disabled for purists and 
hardcore competitors). We welcome the 
sensory overload of 0045 new design: 
when every combo feels like a bone- 
crunching barrage or a kick to the chest 
leads into a 50-foot knee drop onto 
concrete, it's hard not to get excited. 
Team Ninja may call it fighting enter- 
tainment; we just call it “fun.” 

Most impressive among the new 
evels is Scramble, a bout staged high 
atop a construction site. Knock the 
opponent into the wrong generator (with 
some help from the slow-motion, 
body-aiming Power Blow], and the entire 
structure starts to come undone, with 
the floor tilting and teetering ever so 
precariously downwards. But the fight's 
not over ‘til it's over: kicking our foe over 
the edge of the platform sends them 
plummeting to the ground with a 
wince-inducing thud. And—sure, why 
not?—let's toss in an out-of-control 
18-wheeler that careens into this 
newfound tier of the stage, creating a 
ring of scalding fire around the 
punch-and-kick-filled proceedings. 


No matter how many times we see this 
chaos unfold, it still manages to get our 
blood pumping. 

It's all driven home by gorgeous 
revamped graphics, which toss out the 
previous games “dead-eyed action 
igure” aesthetic for character designs 
that favor toned muscles, rosy cheeks, 
and convincing facial expressions. And 
the little details go a long way: as each 
ight unfolds, the participants start to 
ook increasingly scuffed up, with matted 
hair, sweaty brows, and dirtied clothing. 
The glistening sweat system even goes 
so far as to turn white t-shirts into 
clinging, see-through apparel after a 
hard-fought battle. Yep—like any other 
game in the series, DOAS is a fighter we 
wouldn't feel too comfortable playing in 
ront of our mothers. 

Perw pugilists will still find lots to ogle 
with the return of buxom brawlers like 
ina and Kasumi, but fan-favorite 
ighters such as Jann Lee and Ryu 
Hayabusa move with a stunning 
sleekness in the new visual engine. 

he roster gets a few welcorne guest 
cameos from Virtua Fighter's finest, 
including Akira Yuki and Sarah Bryant— 
with all of their moves, costumes, and 
even cheesy voiceovers intact (some- 
thing we're sheepishly thankful for]. 

We also spotted some fresh faces—take 


Thwacked in the face by a 
creepy jack-in-the-box 


heavy-hitting entrance. 


Rig, for instance, a Taekwondo specialist 
whose thunderous kicks could topple 
our opponents in ап instant, after which 
we'd send an elbow smashing into their 
oh-so-vulnerable solar plexus. 

With the kind of hyperactive, visually 
spellbinding gameplay that comes with 
the combination of lightning-fast 
matches and (literally) explosive stages, 
DOAS could be just as entertaining to the 
people watching it as it is to those 


Throwing enemies during Tag Battles brings your partner into the fight with a grand, 


Jann shows Tina his love for Bruce Lee 


the only way he knows how: by nailing her 


in the face with a majestic flying kick. 


playing. It may not have the bottomless 
depth of sorne other fighting games (and 
yes, buttonmashing can rake in some 
cheap victories], but the fun factor for 
this madcap melee is already approach- 
ing critical mass, and we haven't even 
seen all the stages yet. If they all prove to 
be this thrillingly theatrical, DOAS will 
have truly set itself apart by making the 
choice of venue as impactful as the 
character selection. à 


Our five favorite stage hazards 


Mauled by tigers as they leap 
through fiery rings 


opponent's body 


Ringing a temple bell using our 


of a warzone 


Taking a ride on the front 
bumper of a tank 
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TV show and 
game will share 
the same world 
in Defiance, 
meaning that if 
something hap- 
pens on the TV 
show, itll happen 
in the game, too- 
and vice versa. 
Trion claims that 
some things will 
occur in real-time, 
with events (like 
crazy extraterres- 
trial solar storms} 
sometimes 
literally hap- 
pening in-game 
the second they 
occur on TV. It's 
crazy ambitious, 
but we're hoping 
it wont end up an 
ambitious train 
wreck. 


Format PS3 ETA April 2013 Pub Trion Worlds Dev Trion Worlds 


Crazy ambitious or just crazy? 


efiance isn't your typical shooter, 
D and it certainly isn't your typical 

ММО. Trion Worlds game defies 
previous hybrids, merging the best of 
both worlds without making any 
concessions, blending an entertaining 
shooter experience with a robust, 
open-world MMO in a way that's never 
really been attempted. And then it's 
mixing in a full-fledged live-action TV 
show on Syfy. Sound crazy? That's 
because it is, but so far we уе been given 
no reason to believe it can't be pulled off. 

Usually, shooter/MMOs fail at being a 

compelling MMO or an in-depth shooter, 
but so far it looks like Defiance avoids 
this folly by putting the gameplay first. 
Shooting in Defiance feels good—think of 
itas a bit like Lost Planet or Dead Space, 
with a mix of human-sized enemies and 
gigantic aliens with big, obvious weak 
points—and we were impressed by how 


unlike an MMO it felt on the surface. 
And yet, occasionally, we see glimpses 
of MMO—like when chunks of spaceship 
crash to earth, spawning enemies that 
require groups of players to work 
together to take them down. It's still too 
early to say if all of the MMO elements 
will work, but Trion's experience with PC 
MMOs [including Rift and End of Nations) 
has us optimistic that the gameplay will 
be fully fleshed out. 
Then there's the final component: the 
world itself, which sounds totally original 
and engaging. Syfy and Trion worked 
together to create the lore of Defiance, 
which is set on a futuristic earth covered 
with stranded aliens at war with 
themselves. When they realized their 
star system was doomed, the aliens 
made a beeline for our planet, where 
sabotage caused their massive, 
race-preserving ships (appropriately 


Massively 
ultiplayer 
Defiance brings thousands together at once in 
massive, open worlds. 


But Also a Shooter 


It's gotan MMO brain, but a shooter heart, feeling 
more like Uncharted once combat starts. 


And a TV show 


Defiance is also a live-action TV 
series that's morethana 
simple tie-in. 


called Arks] to crumble and crash into 
the planet. The effects were as 
interesting as they were devastating: 
ost major cities and a majority of the 
lanet's population were destroyed, but 
the life carried in the Arks took to the 
planet quite well. Now there are nearly a 
dozen alien civilizations calling Earth 
their home, as well as the combined 
lora and fauna from their respective 
lanets. It's an interesting setting, both 
or a game and a television show. 

There are a million ways Defiance 
could fall apart. The TV-show element 
could fail, the game could have issues 
eeping up with the series, or the pieces 
could simply fall out of line with each 
other, causing problems for both. But 
assuming it all comes together, Defiance 
already looks like one of the most 
intriguing propositions of 2013. 
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"Pretty much 
as soon as we 
decided [Con- 
nor] was going 
to be Native 
American, he 
had a tomahawk. 
People like it. 
We were talking. 
about whether 
the blade shaped. 
like the Assas- 
sins' symbol was 
awesome or too 
much. I think 
the Internet has 
decided it's awe- 
some, so We're 
Okay" — 


Creative Director 


Format PS3 ETA October Pub Ubisoft Dev Ubisoft Montreal 


Join the Wolf Pack 


enerally, when developers reveal 
G that their game has a “co-op” 

mode that isn't tied to the 
campaign's story, it means players will 
fight waves of enemies in a small arena. 
Assassin's Creed 11/5 Wolf Pack co-op is 
actually much more than that, feeling 
even more like a natural extension of the 
AC formula than the successful 
multiplayer from the previous games. 

We're never alone in Wolf Pack; 

instead, we're teamed with up to three 
other assassins, and we need to work 
together to take out targets scattered 
around the game's different urban (апа 
not-so-urban] environments. But just as 
is the case with the rest of the game, 
Wolf Pack is about rnuch more than 
charging through crowds and stabbing 
dignitaries with hidden blades and axes. 
We need to join up with our teammates 
and move as one, stalking our prey and 


attempting to strike in unison. Running 
in alone to take down one enemy makes 
us vulnerable to a stun from one of his 
partners, who then dash away while we 
scramble to get back to our feet, losing 
precious time in the process. 

The Revolutionary-era cityscapes 
made a wonderful backdrop for 
methodical murder, as we climbed 
through buildings and over rooftops to 
find our targets—who were, of course, 
hidden among the crowd, forcing us to 
sniff out their hiding spots. The large, 
open areas between the low wooden 
structures were filled with civilians, who 
roamed around and went about their 
business as we tried our best to 
coordinate attacks with our allies. 

Wolf Pack rewards us for quick 
teamwork by doling out additional 
points, as well as more time to get to the 
next targets (who, in turn, can be killed 


Four vs. The World 


There's no opposing team in Wolf Pack— 
just computer-controlled targets. 


Team Play 
Coordinating with teammates grants 
bonuses and keeps us in the game longer. 


Hidden and Deadly 


Like in multiplayer, we'll need to take a 
cautious approach to catch our 
targets unaware. 


quickly and in perfect unison for more 
points and time to get to the next target, 
and so оп). While Assassin's Creed has 
historically been a solitary experience, 
Wolf Pack is about working together, 
and chaining together "Sequences" 
(read: groups of targets) in order to get 
the most points possible. It was 
incredibly rewarding to perfectly time an 
attack with an ally, taking down a group 
of enemies before they even had a 
chance to react or even realize that 
there were mere moments away from 
slipping the mortal coil. 

There's still plenty of running on 
rooftops and attempting to blend in with 
the environment and the crowd—that's 
the delicious Assassin's Creed recipe, 
after all—but it's executed in a way that 
makes for surprisingly great co-op, and 
it's an exciting addition to Creed's already 
excellent multiplayer. 


Lead scriptwriter Corey May on 


re-creating the American Revolution 


Do you find yourself doing 
alot of research into AC's 
various time periods? 

Yes. We have lots of consultants 
we work with, but you can't and 
you shouldn't rely on them, 
because that's dangerous and it 
does a disservice to the game and 
to the fans, Generally, for these 
games ГИ spend the first year of 
production doing research. 
Reading primarily, almost 
exclusively, lots of nonfiction. 
Whenever possible, first-person 
sources. We were lucky, in this 
instance, that there were a lot of 
letters being written at the time. 
A اما‎ of journals and diaries being 
kept, dictionaries being published, 
so there were lots of very easy 
ways to immerse ourselves in the 
language and the culture and the 
feeling of the time. 


What do you find most 
exciting about the Revolu- 
tionary War period? 

| think there are two things that 
are really interesting. First and 
foremostis that a lot of the 
themes and ideas that are 
brought up during this time period 
are still very much around and 
relevant today. In fact, they've 
been around and relevant since 
then, and probably before then, 
but that was one of the first times 
where it really crystalized in a 
very big and very pronounced way. 
And following the American 
Revolution, it transitioned across 
the ocean and over to Europe, and 
set the world on fire for a long 
time. To me, that was really 
interesting, the idea of witnessing 
notas much the birth of a nation, 
but the birth of a collective idea, 
and one that seemed to grow an 
identity of its own and was able to 
travel. It was almost like a virus 
that infected people and moved all 
around the world. 

This idea of longing to be free, 
of dreaming of a better life and a 
better place is something that's 
very relevant. It's something that 


taps into the Assassin/Templar 
mythology. Here you have a 
faction that's ostensibly fighting 
for free will and self-determina- 
tion, but what happens when you 
finally say to people, “Okay, here's 
what you asked for...” What 
happens then? Do things descend 
into chaos as the Templars believe 
or do people find a way? 

Then the other thing that was 
really interesting to me about this 
time is how polished it's become 
and propagandized over time, and 
the romantic notions we have 
about the past—that these were 
completely perfect, almost 
supernatural beings that founded 
the United States, and they 
absolutely weren't. In some cases, 
they were really pretty awful 
people who did things for which 
there never will be an excuse, and 
| think we do everyone а 
disservice if we ignore that. 


Altair was raised in the 
Assassin Order. Ezio 
Auditore was anobleman. 
Connor is, by contrast, а 
complete outsider. What 
are some of the challenges 
of writing for his character, 
and what do you like about 
it versus the other two? 
The great thing about this is, 
there's a real opportunity to. 
ideally merge the character's 
experience with the player's 


ІЗ Colonial America offers ап 
intriguing new setting for killing. 


experience. | don't think 
there's anyone out there who's 
going to buy the game who has 
visited colonial America. So this 
gave us a chance to say, "Just like 
Connor, you are coming into this 
world for the first time.” From 
your own area that you are 
familiar with, into this completely 
different space with completely 
different culture, customs, and 
people. That was really nice, 
because we had a chance to say, 
“your path is very similar to his.” 
It was challenging in the sense 
that he will go through an 
introduction to the very concept of 
the Assassins and the Templars. 
Striking a balance between him 
needing to learn stuff that players 
may already be very familiar with 
was a big challenge. So how do we 
make his journey and education 
feel credible without boring the 
player? There was а lot of 
refinement back and forth when it 
comes to that stuff, specifically 
because of something Гуе been 
aware of since AC//—we wanted to 
work on ways to better convey the 
passage of time. It's one thing for 
us to say the game takes place 
over almost 30 years, but we want 
people to really feel that time. 
| feel like that was something we 
could have done a better job of in 
previous games, and l'm hoping 
we've found some new techniques 
to improve that this time around. 


Is there anything else that 
you feel is important to get 
across? 

I think, too often, we hold up the 
pillar of historical accuracy and 
authenticity, and that sometimes 
people mistake that as us saying 
this game is meant to replace a 
history lesson. | always want to 
make sure people understand 
that that’s not our goal here. It's 
our goal to excite people and 
encourage people to learn about 
history. They shouldn't take what 
they see here and what they play 
inthe game as being factual truth. 
It should more serve as a 
jumping-off point to learn about 
the world. It's always important 
that people recognize 

thatthe game is 
meant to 
encourage 
thoughtfulness. 
It's not meant 
to replace it. 


The Family Guy 
episode that 
BttMis based on 
sent Stewie and 
Brian to parallel 
worlds where the 
Japanese won 
WWI, Nixon beat 
Kennedy for the 
1980 presidency, 
and everything 
was animated. 

by Disney (and 
extremely anti- 
Semitic). How 
many of these 
elements will 
appear in the 
game? Maybe itll 
even pull from. 
other episodes, 
like when every- 
one on Earth. 
became Robin. 
Williams? With 
so much ripe 
material, we hope 
to be offended... 
often. 


Format PS3 ETA September Pub Activision Dev Heavy Iron Studios 


Not Pulling 
Punches 


The game wants to be even more blatantly 
offensive than the show, and seems to succeed. 


Shifting Dimensions 
Stewie and Brian leap through multiple 
parallel-universe versions of Quahog. 


Star Power 
Seth McFarlane and the Family Guy 
castreprise their roles. 


Remember the time Family Guy had a videogame? 


amily Guy has had quite a history, 
Е- from а cancelled and 

forgotten footnote of TV animation 
to one of the most successful shows in 
animation history. And just like The 
Simpsons before it, Family Guy is diving 
into gaming once more, this time in an 
Activision-published adventure subtitled 
Back to the Multiverse, which pays tribute 
to one of the series’ most popular {and 
best-suited for a game] episodes. 

Stewie and Brian have teamed up in 
their typically combative way to jump 
through multiple dimensions in search 
of Bertram, Stewie's more evil half- 
brother. Bertram is out to erase 
Stewie from all possible universes, and 
eventually destroy the town of Quahog in 
the process. Stewie and Brian are out to 
stop him, using the most violent means 
possible, no matter what part of the 
multiverse he heads to. 
When we first see Brian pull out a 


shotgun and blast an enemy in the face, 
it feels a little shocking—until we 
remember that random, bloody violence 
has actually become pretty central to the 
series. In single-player, we can switch 
on the fly between Brian's mix o 
gunpowder and liquor-bottle melee 
attacks, and Stewie's raygun/golf club 
combination, while drop-in/drop-out 
two-player co-op lets us share the 
mayhem. An arsenal of other, single- 
use weapons can also be found hidden 
throughout the world(s], including a 
flamethrower, the Wacky Waving 
Inflatable Arm-Flailing Tubeman, and 
the ability to summon Ernie the Giant 
Chicken to beat the crap out of enemies. 

One of the stages we saw was inspired 
by the 2011 Amish Guy episode. In this 
world, the Amish and their wood-based 
economy rule—which, for Stewie and 
Brian, just means they're especially easy 
to burn. Little side jokes are strewn 


about the stage, with random appear- 
ances by Amish versions of pedophile 
Herbert and the Greased-up Deaf Guy. 
The next world was further proof that 
the developers are following the show's 
tradition of courting controversy: Stewie 
and Brian come to a world where the 
andicapable have somehow conquered 
society, with wheelchairs and short 
school buses everywhere. Of course, the 
end result is the heroes shooting 
special-needs people in the face and 
ighting them on fire. Eventually, the 
stage ends with the wheelchair-bound 
Joe Swanson creating a giant robot out 
of people in wheelchairs. 
So far, the game seems like it's 
embracing everything the cartoon is 
known for, earning its Mature-rating in 
the process. Whether that also means 
it'll actually be fun or have long-term 
appeal, however, remains to be seen. 


Okay, this shot may make 
Brian look kind of bad, but... 
they have GUNS. It's clearly 
self-defense. Right? 


HANDS-ON Format PS3 ETANovember Pub Activision/Eutechnyx Dev Eutechnyx 


NASCAR The 


Game 


Focused on the checkered flag 


ccording to Eutechnyx, their 
focus for /nside Line is to 
develop a game aimed at 


NASCAR fans. While that state- 
ment might sound redundant, it 
actually offers keen insight into a 
strategy that could separate the 
game from the crowded field of 
{often generic] racing games 

The key here is that Inside Line 
seeks to recreate the NASCAR 
racing experience—including the 
sport's distinct strategies and chal- 
lenges—for an audience that 
already appreciates those nuances. 
Our early hands-on with the game 
revealed a clear simulation bent, 
with proper attention to race lines, 
drafting, and braking points being a 
requirement for success. Eutech- 
nyx is paying particular attention to 
driver A.I. so that overly aggressive 


players receive a taste of their own 
tactics in short order. 

Changes to Career mode and an 
all-new Challenge mode also look 
to satisfy NASCAR fans’ substan- 
tial racing appetite. Career mode 
must be raced with a self-created 
driver and can run multiple 
seasons, with on-track success 
leading to sponsorships that fund 
team and car upgrades. Challenge 
mode offers the opportunity to 
relive and rewrite history by 
allowing us to re-race key NASCAR 
moments from the past. 

But perhaps most importantly 
for the NASCAR hardcore, the 
revamped 16-racer online 
multiplayer supports all the offline 
game's car setup features. So 
prepare to get racin' or go home. 


IN The visuals are much improved, with a new particle system for more 
realistic debris and smoke effects. Yes, that means crashes look great. 


B Inside Line will launch with all the 2012 season drivers and cars, but 
2013 season DLC should be available before February's Daytona 500. 


Format PS3 ETA Q12013 Pub Konami Dev PlatinumGames 


Making good on its promises 


hen Metal Gear Rising was first 

shown at E3 2010, naysayers 
said it was too good to be true 
Aworld that could be cut apart, 
ultra-precise swordplay, all mixed 
together in a Metal Gear-shaped 
cocktail. And after everything went 
silent and it turned out development 
had been handed over to Platinum- 
Games, those sayers screamed 
"nay!" even more loudly. 

But having gone hands-on with 
the game, we can confidently say 
those “nays” can be turned to “yays,” 
as Rising's set to be everything we 
were promised and a whole lot 
more. The environmental destruc- 
tion is in place—we hacked an 
enorrnous steel Ferris wheel to 


FFICIAL ASSASSIN'S CREED, SO 


INSERT COIN 


WWW.INSERTCOINCLOTHING.COM 


Stylish designer clothing for 
gamers - inspired by the people, 
businesses and places of the 
gaming world. 


Insert Coin has fast become Europe's 
number one gamer clothing store. We offer 
tees for guys, girls and kids and our adult 
sizes vary from small to 3XL. 


And if you want the best gaming tees for 
less, simply become a member and receive 
coins on everything you buy. 


GIFT VOUCHER ТТЕ 


pieces and watched it 
collapse, as well as 
chopping benches, 
cars, and a giant 
watermelon into 
bite-sized chunks. 
The intricate sword- 
play is also there, and 
seriously satisfying. Holding down 
(1 slows down time, allowing us to 
ine up our angle of attack with the 
Right-stick before unleashing a 
ethal swipe like a butcher jointing a 
chicken with a samurai sword. 

But rather than these being the 
dusty remnants of the game's early 
promises, Platinum's involvement 
has strapped them all to rocket 
boosters. Everything happens at 100 


‘Officially our favourite brand 
of videogame-inspired tees.’ 
Edge magazine 


miles per hour, and whether we're 
dicing humanoid robots apart or 
dancing up rockets in order to slice 
open a helicopter, it’s impossible to 
play without a smile. The core 
combat features flowing combos 
and meaty counters, and simply 
traversing the environment makes 
us feel like The Flash. Time to take 
off those cynic shades—Rising looks 
like the real deal. 


‘ALSO IN SANGUINE ВЕ! 


STITCHING DETAIL 


‘The only gaming gear I’m 
proud to wear to the pub.’ 
Graeme Boyd, Xbox 


Raiden's capable 
of regular hack-'n'- 
slash combos, but the 
real fun is in carving 
up his enemies (and 
everything else] in 
dramatic slow 
motion. 


WORLDWIDE 
DELIVERY! 


HANDS-ON 
Format PS Vita 

ETA Fall 2012 

Pub GungHo Online Ent. America 
Dev Game Arts 


Dokuro 


A classic tale of 
girl-meets-skeleton 


t's а tale nearly as old as 
ІШ themselves: 

a marriage-minded hell-beast 
idnaps a fragile princess, leaving a 
bold hero with no choice but to rescue 
er. In this case, though, the “hero” is 
one of the hell-beast’s own henchmen, 
a lovestruck little skeleton named 
Dokuro. Moved to pity after seeing the 
Princess cry, Dokuro takes it upon 
himself to lead her out of the Dark 
Lord's trap-and-monster-filled castle, 
solving puzzles and beating down 
deadly creatures to get her to safety. 
There's just one problem: she doesn't 
actually know he's there. 

Whether it's because he's invisible or 
simply beneath her notice, the 
Princess never seems to see Dokuro, 
and simply keeps walking forward with 
Lemmings-like confidence, assuming 
the danger in front of her will auto- 
matically disappear. She's not so dumb 
as to walk straight into a pit, but her 
sense of self-preservation ends there, 
forcing us to quickly create a safe path 
through each 2D level. The new 
abilities Dokuro earns as the game 
progresses make this a little easier, 


ІЗ Dokuro's 
ability to turn 
into the shining 
Hero comes in 
handy for 
carrying the 
Princess through 
timed traps. 


though, especially once he finds а Ер 
magic potion that can briefly turn him anything for love. 
into the dashing Hero, able to kill Just don't ask us 


howa skeleton 


monsters (instead of just swatting can sweat. 


them away], become visible to the 
Princess and even carry her safely 
past certain obstacles. The cute 
presentation, bite-size challenges, and 
unique chalk-drawing art style give 
Dokuro an undeniable charm, making it 
one for puzzler-hungry Vita owners to 
watch out for. 


Format PSN ETA Fall Pub Digital Reality Dev Grasshopper Manufacture 


Not so much fantasy as insanity 


G rasshopper Manufacture has a 
proven track record for 
developing games that are uniquely, 
fascinatingly bizarre and Black Knight 
Sword is no exception. A 2D adventure 
with an art style that looks like the 
paper animations from Monty 
Python's Flying Circus, it begins in а 
hotel room in which a man has 
hanged himself. Moving the stick 
starts him swinging, however, and 
once we get up enough momentum 
he drops to the floor, alive. A doll-like 
spirit (named Black Hellebore) floats 
in front of him, hovering over an 
armored figure impaled by a sword, 
and as we lurch forward and yank the 


Okami was always a visually stunning game and its transition to high 
definition only makes it more so. 


sword free, tendrils 
of smoke surround 
our would-be suicide, 
encasing him in 
armor and turning 
him into the Black Knight. 

The gameplay's simple, but the 
action gets increasingly weird as we 
venture through the hotel, slashing 
at gruesomely twisted monsters, 
negotiating hazard-filled platform- 
hopping puzzles, and collecting 
human hearts (by smashing 
microwave ovens). In addition to 
slashing in different directions, we 
can summon Black Hellebore to fly 
out like a deadly projectile, activate 


kami is famously unfamous in the 

gaming community. A critical 
darling whose long development was 
answered with smaller sales than it 
deserved, Okami is just the type of title 
that has earned a second (or even third) 
chance. Now the too-beautiful-to-live 
adventure is getting another shot at 
success, this time with a long-awaited 
HD remake. 
Re-entering Okami's world of Nippon 
mmediately felt comfortingly familiar. 
As Amaterasu—a goddess in the guise 
of a dog whose signature tool is а 
reality-altering paintbrush—we 
explored the open field area just 
outside of the starting town, which was 
home to a number of demons hiding 
just beneath the surface of reality. 
These demons cause problerns for 
humans and corrupt the world around 
them, leaving it up to Amaterasu to 
return beauty to this mundane world 


certain puzzle elements, and (later 
in the game] rain down lightning on 
our misshapen foes. And through it 
all, the "paper play" aesthetic 
remains in effect—the screen's 
always ringed with stage curtains, 
the 2D backdrops are visibly 
swapped out with every scenery 
change, and eerie narration 
accompanies the action. It's fun and 
utterly unique, and that gives us high 
hopes for this one. м 


Ohsure, these 
guys don't look too 
creepy now, but wait 
until they start 
racing around and 
jabbering at us. 


Format PSN ETA Fall Pub Capcom DevHexaDrive 


Amaterasu is back for another shot at success 


by eliminating their influence. 

Central to the field is the Guardian 
Sapling of the area, a dying tree that 
needs to be revived with the Celestial 
Brush. Upon activation, the screen 
becomes a piece of parchment that 
can be drawn over, either with the 
analog sticks or with a PS Move wand 
controller. A couple of quick brush- 
strokes and the world comes alive in 
widescreen HD, life spreading 
throughout the area in a breathtakingly 
colorful revamp of a scene that already 
looked gorgeous on PS2. 

While Okami HD adds Move support [а 
natural fit for the title], the gameplay 
remains largely untouched, offering the 
same Zelda-esque formula that won us 
over in 2006. It just looks better now 
than it ever has before, and Okami's 
beauty—along with its chances of finally 
finding an audience—has never been 
brighter. мх 


We're Back... 


May contain content 
inappropriate for children. 


Visit www.esrb.org for E » و‎ registered trademark or trademark of SEGA Corporation. DEAD ORAALIVE 5 ©2012 TECMO KOEI GAMES CO., LTD. Al! rights reserved, DEAD OR ALIVE and the 
rating information. TECMO مه‎ end کون هقی‎ oFTEGMO KOE! GAMES СО. LTD, Tho KT logo В a register lademar or a trademark ot TEGMO KOEI HOLDINGS CO.,LTD, "PlayStation" and the "PS" Family logo are 

g ۰ registered trademarks and ВЗ" and the PlayStation МоЌгойіодо йе واه که‎ б Sony Computer Entertainment Inc. Ай rights reserved, KINEGT, Xbox, Xbox 360, Xbox LIVE, and the Xbox logos are trademarks of the 

Microsoft отон) ûf companies end arp used under ics Font The ESRB ratings icons a registed Irademérk ofthe Entertainment Softvare Association. Al other trademarks are properties Of their respective owners, 


* 5 رح ۲۷ 


PlayStation.3 PlayStationsNetwork 


XBOX Team INVA КТ) 
Тт»: =~ 4 


ТЕСМО KOEI AMERICA CORP 


The latest on... 


New shots, new games, new info 


South Park: The 
Stick of Truth 


Format PS3 ETA March 2013 
Pub THQ Dev Obsidian Entertainment 
We always wanted to be cool, 
and that just so happens to be 
the main goal in South Park: 
The Stick of Truth, the RPG 
that brings South Park's cre- 
ators together with developer 
Obsidian Entertainment. And 
what could be a bigger step 
down the road to coolness than 
saving the world? As the new 
(апа totally customizable) kid 
in South Park, we'll have to face 
down all the weird stuff the 
little Colorado town is known 
for-like crab people and hip- 
pies-just so we can try to fit in. 
If we survive, then maybe-just 
maybe—Kyle, Cartman, Stan, 
and Kenny will want to hang 
out with us. 


Project 2 

Format PSN ETATBD Pub PlayDead Dev PlayDead 

The follow-up to Limbo may be in color, but it’s 
certainly not a cheery walk in the park. Project 
2 takes on the same gloomy atmosphere as its 
predecessor, telling the story of evil experi- 
mentations on human bodies and a young 
boy's attempt to escape it all. 


Format PSN ETATBD Pub Moonbite Games 
Dev Moonbite Games 


The zombie apocalypse is here, and the only 
way to avoid becoming one of the shambling 
undead is to...drink a lot of beer? Zombeer is 
a first-person survival-horror Corona with a 
wedge of comedy lime. 


Tales of Xillia 


Format PS3 ETA TBD 2013 Pub Namco Bandai 
Dev Namco Bandai 

Released in Japan in 2011, RPG Tales of Xillia 
has finally been announced for North 
America. Following one of two protagonists, 
Tales of Xillia tells a story about growth, 
humanity, and saving the world. 


Format PS3 ETA 04 Pub Namco Bandai 
Dev Namco Bandai 


Dragon Ball 2: Budokai and Dragon Ball 2: 
Budokai 3 are about to be bundled together 
for an HD re-release. Both games include full 
Trophy support and the same intense anime 
fighting DBZ fans loved the first time around. 


Format PSN ETATBD Pub SCEA Dev Insomniac Games 
This download-only Ratchet & Clank title will 
be a bit of a departure from the rest of the 
series, with tower-defense elements added to 
its bite-sized campaign. Even so, Insomniac 
promises Full Frontal Assault will still feel like 
a classic R&C game. 


Format PSN ETA TBD Pub 505 Games Dev 505 Games 


Naughty Bear is back and killing again, this 
time because he’s been left out of the other 
bears’ vacation plans. Hopefully, Panic's 
overhaul of the first game's mechanics will 
breathe new life into Naughty Bear's stuffing. 


Format PS Vita ETA Q3 Pub Warner Bros. Interactive Ent. 
Dev TT Fusion 


Thirty years after its arcade release, Spy 
Hunter is still alive, kicking, and loading its 


cars with concealed weaponry in this remake. 


The mysterious “Agent” returns in his (ог her) 
G-6155 Interceptor supercar to stop terrorists 
from taking over the world. 


Format PSN ETA TBD Pub SCEA 
Dev PlayStation C.A.M.P./Crispy's 


PETA's gonna be pissed when it gets its 
hands on Tokyo Jungle. Humans are dead 
and the streets are filled with animal (and 
sometimes dinosaur] brutality. We'll pick an 
animal and hunt other creatures, dress up, 
and settle down and raise a family. 


Format PS3 ЕТА October Pub EA Dev Danger Close 

Need an extra incentive to pick up Warfighter 
later this year? Those who pre-order the 
limited edition will also receive beta keys for 
the recently announced Battlefield 4. The beta 
isn't expected to launch until fall 2013, but 
we'll be seeing Warfighter soon enough. 


Gut 
Reaction 


V d 


Universal Studios will 
turn Silent Hill into 

a haunted maze for 
its Halloween Horror 
Nights event. 


Square Enix has 
denied recent rumors 
thatit cancelled 
Final Fantasy 

Versus XIII. 


As the pre- 
orders for Ni no 
Kuni grow, the 
Wizard's Edition 
will include 
more bonuses. 


77” Farewell Nite 
Though origi- 
nally thought 

to be coming to 
consoles, Epic 
Games has an- 
nounced Fortnite 
willbe a PC exclusive. 


77 Closing Time 
After poor Prototype 
2 sales, Radical Enter- 
tainment has shut 

its doors. 


77 uSue 

The already finan- 
cially troubled THQ 
is being sued for not 
publicly disclosing 
how poorly the uDraw 
peripheral sold. 
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Alcohol and Tobacco Reference 
Mild Blood T E = - 
Mild Language Explore and master t PE уо! ! 
Mild Violence treacherous 17th Century the lore of piracy as 
Caribbean by sea and on land. enterprising merchant, 
sanctioned privateer or 


ruthless pirate. 


"Ownchapterin | Master fierce ship-to-ship 


combat and opportunistic 
trading with I6 different ship 
classes. 
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CALL OF DUTY 


BLAGI 
OPS II 


By Scott Butterworth 


The rules of engagement are about to be broken. Тгеуагсһ 5 
top brass brief us on the series new multiplayer directives: 
freedom, creativity, and, for an elite few, real-world fame... 


all of Duty is an unstoppable juggernaut. Ever since Infinity Ward launched Call of Duty 

4: Modern Warfare in 2007, this yearly franchise has used its potent take on high- 

stakes, cinematic shooter action to obliterate sales records, redefine innumerable 

conventions, and, most importantly, utterly dominate the world of competitive multi- 

player, with hundreds of thousands of players online every second of every day. It is 
unquestionably the biggest name in gaming, and multiplayer provides, as Treyarch studio head 
Mark Lamia puts it, ‘the lifeblood of the franchise.” 

But this is merely stating the obvious. The real question facing longtime developer Treyarch 
is, How, after nine official console releases, do we reinvent the world’s most popular multi- 
player formula?” Apparently, with a little help from a card-based tabletop game. Seriously. 

"When we started development on Black Ops Il, it was really important for us to challenge 
our assumptions and retest everything that we've learned as a team,” emphasizes design 
director David Vonderhaar. “We actually made several board games and iterated on core 

systems at this kind of pure design practice level. We wanted to ask ourselves some 


really important questions. We learned what was really important to us." 
Continued on next page 
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Continued from p.47 


Sadly, the board games 
themselves didn't make it into 
Black Ops ll, but the insight 
gained from the experiment 
clearly impacted the game's 
direction. As the series grew 
increasingly dense and 
impenetrable over recent 
years, it seems the team at 
Treyarch decided to simplify 
the experience and focus on 
the core elements that make 
Call of Duty's multiplayer so 
addictive: Create-A-Class has 
been rebuilt from scratch to 
offer an unprecedented 
amount of unfettered 
customization. Killstreaks 
have been replaced by 
Scorestreaks, which place 
greater emphasis on team 
tactics and reward all types 
of players equally. The 
introduction of an entirely 
new e-sports suite could give 
rise to gaming's next Internet 
celebrity. 

Longtime fans needn't be 
Skeptical or concerned, 
however. Even though the 
Black Ops games "have their 
own distinct flavor inside of 
the Call of Duty franchise," 
according to Lamia, the core 
gameplay should still feel 
largely familiar. "We're not 
going to throw the baby out 
with the bathwater,” jokes 
director of online Dan 
Bunting. "This is a Call of Duty. 
experience. Players come 
back to Call of Duty because 
it gives them that responsive, 
fast-paced action. It gives 
them a very fluid competitive 
experience. That's what they 
want, and that's what we're 
catering to." 

Now, with all that out of 
the way, let's break down 
exactly what's different from 
the original Black Ops and 
last year's Modern Warfare 3. 
Everything we thought we 
knew is about to change. 
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he first and arguably most important ' 

decision any player makes when diving 

into Call of Duty's competitive 

multiplayer is exactly what loadout to 

equip. Unfortunately, that decision has 
always been somewhat restricted, even with the 
introduction of the liberating CODPoints 
currency system in the original Black Ops. Never 
use grenades? Too bad, you're taking them 
anyway! Want three attachments on your 
primary weapon? No way, José! 

Well, Treyarch has decided not only to simplify 
the process, but to grant players total control as 
well. Their solution? A "Pick 10" system that 
gives player 10 allocation points that can be spent 


on any 10 pieces of content, none of which are 
compulsory. If you don't want to bother with a 
tactical grenade, you can simply save that 
allocation point and spend it somewhere else. 
The 10 basic content slots—all of which are 
displayed on an intuitive visual grid—include 
players' primary weapon with two optional 
attachments, secondary weapon with one 
optional attachment, three perks (опе for each 
level], and two grenades, which can be either one 
lethal and one tactical, or two tactical grenades. 
However, the grid also contains three 
“wildcard” slots, which can be filled with any of 
six rule-breaking wildcards to “make a class 
you've never been able to make before in a Call 


“Tt was really important for us to 
challenge our assumptions and retest 
everything we've learned as a team. 
We were taking nothing for granted.” 


—David Vonderhaar, Design Director 


LISS — 


of Duty game,” according to Vonderhaar. Though 
each wildcard costs an allocation point, it can allow 
players to, say, take a second level-three perk or 
carry an additional lethal grenade. Each card has а 
specific function and can be used only once, and 
obviously only three wildcards can be employed in 
total. Still, that's more than enough to enable plenty 
of previously impossible custom classes. 

“The very first incarnation of Create-A-Class for 
this game had no limitations,” reveals Bunting. 

"It was just a giant bucket of content and you hada 
budget and that was it. Then we kind of worked out 
all the problems with that. What you see today is a 
much more refined concept, but it's the exact same 
process. The wildcards are meant to be rule 
breakers. If you want to break a rule, it's going to 
cost you. This is our way of naturally balancing 

the system out." 

Thanks to the wildcards, we spent most of our 
hands-on time hauling around two primary 
weapons: a scoped assault rifle and an automatic 
shotgun, a combination that's extremely difficult to 
achieve in MW3 and that wasn't even possible in the 
original Black Ops. And just for fun, we also created 


a class with six perks and a primary weapon. 

The six perks, three wildcards, and main firearm 
required all 10 of our allocation points, but our little 
experiment was a glorious success. 

“This is an attempt to pull the limitations away to EE 
give players more creativity and control," says й 
Bunting. “The goalis for players to run with it and 
create their own playstyles, and to have a lot 
more variety in this ecosystem of players.” 

“People will start playing the games in 
different ways than they've ever played 
them before," continues Lamia. 

"You're going to have classes that 

you've never played, and it will 
change the game on a 
fundamental level when you 
come up against these 
people. Even if you aren't 
ready to break away 

from the traditional 

class structures, 

you're going to come 

up against people Ж 
who have.” 


PERKS 


ver since their introduction in the original 
F Modern Warfare, perks have proven to be 

one of Call of Duty's most enduring 
features. Once equipped, perks passively 
modify players’ abilities during play, whether 
by granting them increased physical skill, 
limiting the effectiveness of the enemy's 
equipment, or any number of other options. 
Black Ops Il doesn't tamper with that winning 
formula too much, but players can expect a 
few notable changes. 

Most importantly, perks no longer modify 
weapons in any way. Bonuses like faster 
reload times and improved hip-fire accuracy 
are now tied to specific weapon attachments 
instead. According to the devs, this allows for 
more granular, weapon-specific effects—an 
accuracy-improving laser sight might impact 
one gun more than another, making balance 
easier to achieve. This also means players will 
know what abilities their opponents possess 
since, to stick with the example, they'll actually 


v 


ІЗ Classic class-based loadouts return, but 
іп name only. Once players hit level four, 
they're able to fully customize their gear. 


Naturally, this sudden rise to prominence 
means plenty of new weapon attachments will 
be joining the usual array of fan favorites, 
including a few futuristic options. Among 
these: the millimeter wave scanner, which 
allows players to spot immobile enemies 


be able to see that laser sight in the game. through walls and smoke when aiming down 


LEWELINI 


n keeping with the streamlined nature of the new 

I Create-A-Class systern, the leveling and unlock 
protocols have also been simplified. Gone is the 
CODPoint currency of the original Black Ops. Instead, 
players will be awarded one unlock token every time they 
earn enough experience points to level up. That unlock 
token can then be redeemed for any one piece of content, be 
ita perk, a weapon, or anything else. One level, one token, 
one item. Simple, right? 
With only 55 levels, however, players won't be able to 
unlock all of the over 100 pieces of content even if they battle 
their way all the way to the highest rank. In order to catch 
'em all, players must—you guessed it—return to level one 
by Prestiging, which they can opt to do a total of 10 times. 
It's also important to note that "content will be gated by 
major rank changes" rather than all 100-plus options being 
open from the start, according to Vonderhaar. “Just ranked 
up from First Lieutenant to Major? Great, here are seven or 
eight new things you can buy." 
Vonderhaar explained further that gating content "keeps 
some drama and tension in the system because you dont 
have everything at once, so you have something to look 
forward to. But it also means you're not overwhelmed by a 
whole bunch of new things at once. So that freedom of 
choice that we got from CODPoints was super important to 
us, but it was also important to us to not overwhelm the 
user and give you something to work towards and earn." 
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their sights (perfect for countering campers]. 
Many of the longtime perks return as well, 
and though some have been slightly modified 
to ensure that no perk dominates, the 
selection should still feel familiar to returning 
players. Just remember: weapon attach- 
ments modify guns, perks modify you. 


WEAPONS AND 
EQUIPMENT 


с 5 ы 5 YÎ With more firearms than ever, the 
v fas in amm: intuitive weapon carousel, which slickly 
42471 Жі displaysallthe options, is definitely useful. 


۰ The assault shield can 
now be planted in the 
ground as deployable 
cover, which is "a really 
big game changer." 


the game's weapons. After all, 

devoted players tend to get pretty 
attached to their firearm of choice. That said, 
they were also eager to exploit the futuristic 
2025 setting, and have introduced new gear 
and updated old favorites accordingly. 

"What we strive very hard to do is make 
sure every weapon has a unique personality," 
says Bunting. "We even create these weapon 
bios, which are based on personalities in 
mass media that we think this weapon kind 
of characterized." 

Among Black Ops 1/5 unique new recruits: 
a proximity shock charge that stuns 
approaching enemies (perfect for 
establishing a perimeter or surprising any 
hidden opponents when rushing) and a 
hacking device that, according to Bunting, 
"takes up one allocation point and [can be 
used to] remote-hack turrets, enemy 
equipment, and even streak rewards." 

In both cases, both the item itself and the 
function it serves are new, giving players 
more mechanics to work with when 
engaging their enemies. And while slightly 
less novel, the game offers fresh firearms as 
well, including one with "dynamic firing over 
the course of its firing pattern." In other 
words, the fire rate opens with a burst of 
bullets, then slows to single shots—another 
first, according to Bunting. 

Interestingly, the developers have also 
attempted to rescue certain items from 
chronic underuse by updating them with new. 
functionality. The assault shield, for example, 
can now be planted in the ground as 
deployable cover, which, as Bunting points 
out, is "a really big game changer because 
now it's not just about running around with 
no weapon and just using this thing that 
deflects bullets and explosives." Similarly, 
smoke grenades now detonate instantly and 
billow much faster, allowing for a "ninja 
smoke vanishing move" not possible before. 
Plus, imagine pairing these powered-up 
smoke grenades with something like the 
millimeter wave scanner, which can 
essentially see straight through the cloud. 

Using new items as a “companion to 
another piece of content" should, in the 
developers’ eyes, open up entirely new ways 
to play. "Some of the changes are more 
nuance-y and some of them are bigger," 
explains Bunting. "It's not like we're 
overhauling the entire game, but we're 
innovating and enhancing where it's 
important, and | think the players will see 
these over time and they'll learn all these 
little nuances and tricks to setting up classes 
that aren't readily apparent to them in the 
beginning. That kind of depth is something 
very important to us." 


swith other facets of Black Ops II's 
multiplayer, the team at Treyarch 
knew better than to drastically alter 


SCORES ТАШ 


ou read that right—not killstreaks, not 
۷ pointstreaks, but scorestreaks. Aside 

from its overhaul of Create-A-Class, this is 
Black Ops II's biggest change. The concept is 
very simple: Instead of racking up kills to earn 
rewards, players must accumulate points by 
performing any number of actions, from 
capturing flags to defending objectives to, yes, 
mowing down enemies. While MW3 took a 
similar approach with its Strike Chain system, 
Bunting insists that MW3's "pointstreaks were 
designed differently in terms of how those 
points were earned.” 

Indeed, the process here is markedly less 
complex. If during a round of Capture the Flag, 
for example, a player manages to grab the 
opposing team’s flag and take down an enemy 
before capturing it back at his own base, he'll 
be rewarded 100 points for the grab, 200 for the 
kill, and another 150 for the capture. Those 450 
points are enough to fill the "score meter" and 
grant that player a low-level scorestreak 
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reward like a UAV sweep—and he only 


had to get one kill. 5 


rewarding players for their style of 
play,” explains Bunting. ` 
run-and-gun on your own, you can. 

We support that as well. The problem is 


that we feel we haven't 


all about 


If you want to 


supported the other 


types of players who maybe aren't the 
run-and-gun types. We want to make sure 


every style of play is su 

To that end, the devel 
wealth of new "scoring 
players get more out o 


opers have added a 
events” to help team 
the experience. Flag 


pported and rewarded." 


caps are an obvious example, but even if, say, a 
teammate scores a kill as a result of your UAV 
Sweep, you'll be awarded points. "Using score 
gives us that granularity we want to reward the 
behavior that's great for the game mode," 
affirms Vonderhaar. "We want to reward 
players for playing the objective and not 
over-reward them simply for being slayers." 

In addition to altering the way streak rewards 


"We feel we haven't supported the other 
types of players who maybe aren't the 
run-and-gun types. We want to make sure 
every style of play is rewarded." 


-Dan Bunting, Director of Online 


are earned, the team at Treyarch has also 
altered the rewards themselves, once again 
favoring both team play and unlimited custom- 
ization. For instance, no two rewards are 
mutually exclusive; if a player wants to select 
two low-level rewards that unlock at the same 
point total, that's a valid option. Then there are 
the all-new scorestreak rewards, such as the 
Guardian, a microwave-energy turret that fries 
anyone in its path—perfect for crowd control 
and a godsend for support players. 

Many of the rewards are also more 
interactive than ever. The sentry gun and AGR 
(Autonomous Ground Robot) can both be 
controlled remotely; the hellfire missile can be 
detonated mid-flight for a wider shrapnel 
spread; and air strike pilots will report kills and 
deliver other messages that make them feel 
more seamlessly integrated into the player's 
world. The one thing that hasn't changed? 

If you die, your score resets to zero and your 
rewards disappear. 


А See the protected bunker that overlooks 
the center of the map? That's a 
“destination.” Take it and hold it. 


all of Duty's roster of game modes has 

remained fairly steady for the past five 

years, but a newcomer has finally 

decided to join the fray: Hardpoint, a 

"King of the Hill'-style team-based 
match type that forces players to protect a 
strategic spot on the map for as long as 
possible until a timer runs out and the spot 
moves. While this proved to be a fun, frantic 
alternative to the somewhat similar 
Domination, this mode became even more 
chaotic when the setup switched from two 
teams to four. That's right, Hardpoint is one of a 
handful of modes that now supports multi- 
team play. Three teams of two, four teams of 
four, even three against two against one, Black 
Ops ІІ can accommodate just about any 
combination you throw at it. 


Of course, match types would mean nothing 
without some new maps to play them on. 
During our hands-on time, we explored four: 
Aftermath, a sprawling wasteland featuring 
the smoldering remains of LA's downtown 
area; Cargo, which included moving shipping 
containers on some symmetrical docks in 
Singapore; Turbine, a long, narrow canyon 
level with varied verticality; and Yemen, a 
close-quarters urban map similar to Modern 
Warfare 2's Favela. All four made it abundantly 
clear that, after all these years, Treyarch has 
really mastered the art of mapmaking. 

"We try to collide players a lot," comments 
Bunting. "We fundamentally are trying to get 
players into that line battle situation, because 


it's not fun to get shot from the side or the back. 


We're always trying to design maps in ways 


that players will collide so they have these 
face-to-face battles. That's a lot more fun." 
Amazingly, we actually don't remember being 
shot from behind too often during our 
hands-on time— quite a feat, considering we 
were entirely unfamiliar with the territory. 

Of course, face-to-face battles aren't the 
only option. Bunting continues, "We want to 
make sure there are what we call 
"destinations, which are powerful positions 
that you can take and hold and you have a great 
vantage point. And if you can protect it, then 
you might own it for a while, but you might also 
get dethroned from that position. We wanted to 
create those destinations because that keeps 
the map flowing and it gives players a place to 
go, and if there's a place go, then players are 
going to find all kinds of routes to get there." 


la While the devs know players prefer 
smaller maps, Turbine is Тгеуагсһ5 
attempt to make a big map feel small. 


f there's one thing Call of Duty does 

well, it's competition. And if there's 

one thing the public loves, it's 

watching the world's fastest, 

strongest, and fiercest competitors 
battle it out on a grand stage. The team at 
Treyarch connected these dots and decided, 
why not us? "We feel like [gaming] has kind of 
been relegated to this niche audience in the 
past, and it shouldn't be that way," asserts 
Bunting. "It should be something that's 
exciting as a mainstream offering to fans. 
There's no reason this can't be a public 
phenomenon.” To Bunting, Black Ops II 
doesn't have to be just an idle pastime—it can 
also be a fully realized spectator sport. That's 
why the developers are introducing a host of 
new e-sports tools that anyone who owns а 
copy of the game can utilize: leagues, 


livestreaming, and shoutcasting. 

Leagues, of course, allow Call of Duty to 
feel more like an actual sport than ever 
before, and as with any real-world sport, 
there will be varying levels of skill and 
intensity in different divisions of play. 
“Competition is fun at any level,” notes 
Vonderhaar. "It's not just for hardcore 
top-two-percent players, it's for everybody at 
any skill level, and playing with people of 
even skill keeps the game fun for everybody." 
That last part is key because, as Vonderhaar 
succinctly describes, "the game is not much 
fun when you completely get your ass kicked. 
So league play deals with this, because [it] 
uses skill-based matchmaking." 

To join a league, all you have to do is select 
league play and start shooting—no need to 
create a team or join a clan. Based on your 


performance, the game will seamlessly 
place you into a skill bracket, which, 
naturally, you can escape as you improve. 
From there, you can choose to share your 
exploits with the world in real time by 
switching on the livestream option. Anyone 
can do it; all you need is an optional USB 
camera and a reasonable amount of 
upstream bandwidth. Once enabled, players 
the world over can watch your matches from 
your point of view just as they would if they 
were waiting to respawn in your match. 
While following random players may not 
sound hugely exciting, imagine streaming a 
professional level match on your iPad while 
the match is actually taking place. If Starcraft 
2and the EVO fighting-game championship 
series have proven anything, it’s that 
watching elite gamers with extraordinary 


skill can be just as compelling as any 
football game...which brings us to the 
last piece of the puzzle: shoutcasting. 
Just as professional sports feature 
color commentary, Black Ops Il will 
allow gamers to join matches as 
shoutcasters, a special type of 
spectating that provides an entire 
dashboard of viewing options: A score 
box, player stat cards, a live map 
complete with real-time player 
tracking, even picture-in-picture views 
that provide both stats and gameplay. 
Anyone streaming а shoutcaster's feed 
will see whatever view the shotucaster 
chooses and hear their live commen- 
tary, which should help make the entire 
production feel like a real sporting 
event—in which anyone can participate. 


feature 
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"You're going to have classes that you've 
never played, and it will change the game 
on a fundamental level when you come up 
against these people.” 


of the Call of Duty franchise, but it's certainly 
not all Black Ops ۱۱ has to offer. Though 
Treyarch was reticent when it came to the 
games other features, we still know a fair 
amount about what else it has in store. 
The branching, mutli-era story campaign is the 
most obvious inclusion, but we also know that 
Treyarch's trademark Zombie co-op mode is 
back and more social than ever— potentially 
supporting more than just four players. Black 
Ops’ Wager Matches return in some form as 
well, only now they're known as Party Modes. 
Combat Training—which pits players against 
bots for some offline practice—has also grown 
to include new modes and challenges. And, of 


C ompetitive multiplayer may be the lifeblood 


E Oh sure, killing humans can be fun, but 
we're just as excited for more zombie- 
slaying action. Soon...very soon... 


:1 5 


—Mark Lamia, Treyarch Studio 


course, Theater Mode, the emblem editor, and 
cosmetic customization report for duty as 
expected. 

With such a breadth of content, it's easy to see 
why Lamia refers to Black Ops Il as "the most 
ambitious Call of Duty to date," and why Bunting 
believes this game is far more than just a yearly 
update. "We really embrace this idea that every 
other year, players are going to get a different Call 
of Duty experience based on the developer," says 
Bunting. “I think that's a good thing for gamers 
and our gaming ecosystem. | think our approach 
has always been to strengthen what we do and 
make sure our personality shows through in the 
game, because | think it gives players a different 
experience and a different flavor of Call of Duty." 


he P 


by bi 


teams-and some funded by Sony's indie-enabling Pub 


ayStation Network is a sanctuary for the unusual, the 


different, the unique; a place for small, wonderful games to find 
an audience without the do-or-die commercial pressures faced 


g-budget titles. Often created by small, independent 


Fund-these 


downloadable games often exemplify the best facets of our favorite 
pastime. Let's take alook at what big experiences the little guys have in 


store for usin th 


e months to come. By Andrew Hayward 


Dev Drinkbox Studios ЕТА 01 2013 


(juacamelee 


The Pitch 
Setina universe that puts a fantas- 
tical twist on Mexican culture, 
Guacamelee stars agave farmer 
Juan Aguacate, an average guy 
thrown into a heroic situation when 
El Presidente's daughter-who has 
long held the lead's gaze-is kid- 
napped by Carlos Calaca. "His plan is 
to sacrifice El Presidente's daughter 
to merge the world of the living and 
the world of the dead,” explains 
Drinkbox Studios Graham Smith. 
Dressed up like a masked 
luchador, Aguacate sets out in 
search of his beloved, but there's far 
more than ample punches and 
platforming ahead. As the story 
unfolds, he'll be pulled into the World 
of the Dead, which has its own set of 
enemies and rules, and later earn 
the ability to freely switch between 
the overlapping locales. 


The Pull 

Aside from the brilliantly bizarre 
premise and slick 2D visuals, 
Guacamelee takes after some of the 
deepest and most rewarding 
adventures of our time-and puts its 
own unique spin on the approach. 
Drinkbox surprised Vita owners 
with the stellar Tales from Space: 
Mutant Blobs Attack, and with 
Guacamelee coming to both Vita 
and PSS3-with cross-play co-op 
support-the Toronto-based studio 
seems poised to continue its 
impressive run. 


The Play 

Guacamelees side-scrolling 
approach is modeled after Metroid 
and Castlevania,in that skills 
learned along the way unlock new 
paths through the world-and likely 
loads of secret content. Aguacate 


will pick up a powerful uppercut 
thatbashes through ceilings (and 
also acts much like a double jump), 
along with a slam attack that 
crumbles floors and a wall-run 
move that'll surely reveal some 
hidden terrain. 

Early on, Aguacate will swap 
between worlds at certain points, 
but later pick up the ability to 
bounce between them on the 
fly—much like in Ubisoft's Outland. 
“Some enemies might be more 
powerful in one dimension than in 
the other,’ notes Smith. "They may 
even be invincible in one of the 
dimensions.” But it's a dynamic 
that has an effect on more than 
just combat as alternating plat- 
forms may exist in separate worlds, 
requiring a fair bit of back-and- 
forth swapping (often in the middle 
of jumps) to reach goals. 


plavstationthemayazine E طا‎ 
57 


The Unfinished Swan 


The Pitch 

The Unfinished Swanis the most 
visually striking game we've seen 
in some time, delivering a screen full 
of stark, white nothingness-until 
virtual black paint is flung, methodi- 
cally revealing an unseen world full 
of mystery and intrigue. Players 
assume the role of Monroe, a young 
boy who dives headlong into this 
world in search of aswan who 
emerges from a painting. 

Armed only with blobs of paint, 
Monroe must explore this curious 
new setting, flinging the slate- 
colored splotches in the hopes of 
revealing a path ahead. From what 
we've seen so far, the world includes 
terrifying creatures, fantasy 
elements (like a towering castle 
surrounded by a maze), and even 
occasional bits of color for emphasis. 
Апа ісе likely that much more is in 


store. “The painting a white world 
stuff is actually just the first 15 
minutes,” revealed creative director 
Ian Dallas on PlayStation.Blog. 
"After that, things get really weird." 


The Pull 
Beyondthe stunning art design, 
The Unfinished Swan seems built 
with the same kind of tenets that 
propelled dev thatgamecompany's 
classics Flower and Journey-that 
is, it's truly unlike anything else out 
there. In an age in which many 
games aim to make things 

readily apparent to avoid 
rustration, the decision 
to put discovery and 
curiosity at the | 
orefront of the 
experience seems 
ike a potentially 
masterful call. 


The Play 

Many PlayStation Move owners 
have kept their fingers crossed fora 
killer app, and thankfully, The 
Unfinished Swan may well be that 
game. It just makes sense to have a 
game about flinging paint utilize the 
motion-sensing wand, and indeed, 
the Move can be used individually 
inthe game, or paired with the 
avigation controller for more 
precise command of the action. 
Forthose who wish to douse the 
landscape with a bit less physical 
gusto, the game is also fully play- 
able with a standard DualShock 
controller. Giant Sparrow's debut 
game opts not to feature an on- 
screen HUD or context clues, instead 
incubating a sense of wonder by 
tossing players into a completely 
blank canvas andletting them 
figure it out for themselves. 
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Snapshot 


PUB FUND- 
AMENTALS 


ony's Pub Fund is an initiative 
o that offers funding and 

support to indie developers 
who want to make their own 
distinctive titles without the potential 
hassle and influence of a traditional 
publisher. Funds are offered in 
exchange for temporary exclusivity 
on PSN, though developers maintain 
the rights to their own games and are 
essentially self-publishing the titles 
on the service. 

“From the smallest one-man 

army to larger multi-project teams, 
we believe in enabling developers 
to release their games on our 
platforms with as few roadblocks as 
possible, and without the support of a 
publisher if they so desire,” explains 
Brian Silva, Sony's manager of 
product evaluation, and publisher and 
developer relations for the Pub Fund 
program. “We believe in their visions 
and we believe in their stories. Most 
of all, we believe in helping to bring 
their games into reality.” 


The Progeny 
A listing of Pub Fund- 
spawned games 


Burn Zombie Burn! 
doublesix games 


Joe Danger 
Hello Games 


Hoard 
Big Sandwich 


Explodemon 
Curve Studios 


Tales from Space: About a Blob 
Drinkbox Studios 


Eufloria 
Omni Systems 


Okabu 
HandCircus 
Dyad 
[Games 


Papo & Yo 
Minority Inc. 


Guacamelee 
Drinkbox Studios 


Retro/Grade 


The Pitch 
t's finally time to dust off those 
plastic guitar controllers, but 


game; in fact, it's a space shooter, 
but one that's played in reverse. 
What does that even mean? 


ship moving backward through 


Retro/Gradeis no traditional music 


Essentially, we command a space- 


time following an epic battle, all in 


the name of maintaining the space/ 
time continuum. To do so, bullets- 
which take the form of musical 
notes-must be pulled back into 

the ship along an enemy-filled 

note chart. 


The Pull 
Despite the totally absurd premise 
and odd mashup of genres, the game 
totally works-and it's playable with 
a standard controller, in addition to 
guitars. "I really enjoy watching 
people play the game for the first 
time,” says 24 Caret Games’ Matt 
Gilgenbach, “Because their faces 
ight up when they reach that 
‘eureka’ moment and realize how 
everything fits together." Retro/ 
Gradelooks fantastic running in 
080p, and moreover, it should be a 
big hit with challenge junkies, 
offering six difficulty levels with 
some truly insane note layouts 
on the top end. 


The Pitch 

Designed primarily as alocal co-op 
experience, Ibb 6 Obbis a side- 
scroller in which two players must 
work together in stages where the 
gravity may be different on the 
other side of the bold, black line. 

In other words, we'll invariably 
spend some of our time running 
with our feet towards the sky, but 
it's necessary, as the actions of the 


bottom partner can affect those of 
the upright one. As creator Richard 
Boeser explains, it’s “the best game 
to play with a friend; the second 
best game to play with a lover.” 


The Pull 

Ibb Б Obb's minimalistic look belies 
some serious challenge held within; 
Boeser admits that they've “had 
players look at the screen upside 
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down hoping to find a solution" to 
the game's mind-bending puzzles. 
Some of the challenges look like a 
2D version of Portal's momentum- 
based brainteasers, while others 
emphasize working together as a 
team. Andit may not come through 
in screenshots, but [bb 8 Obb’s 
simple aesthetic really shines in 
motion, along with the fantastic 
music that backs the action. 


| Dev Clever Beans ЕТА Fall| 


When Vikings 


The Pitch 

Designed as a raucous, quick-hit 
affair for both PS3 and Vita, When 
Vikings Attack lets up to four 
players battle back the titular 
forces in a quest mode or duke it out 
in both local and online multiplayer 
combat. Rather than command 
individual warriors, however, the 
game has each player man an 
expandable crowd of citizens, which 
moves and acts as one. 

Much like a lawless, riottinged 
game of dodgeball, the goalis to 
pick up nearby items-be they 
dumpsters, cars, or giant disco 
balls—and heave them in the 
direction of competing crowds. 
Smashing apart the tight founda- 
tions of rival squads secures 
victory, though they'll be able to 
dodge and even catch incoming 
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objects to stay alive in these hectic 
skirmishes. 


The Pull 

Amidst all of the huge AAA experi- 
ences at Sony’s ЕЗ booth this year, 
it's telling that attendees kept 
mentioning When Vikings Attack as 
some of the most fun they'd had at 
the show. Its bright, boisterous style 
and approachable design make it a 
breath of fresh air between the big 
shooters and action hits this fall-a 
colorful and hassle-free respite sure 
to entertain players of all ages. 


The Play 
On both platforms, When Vikings 
Attack is meant to be as accessible 
as possible, and aside from the 
analog sticks, just two buttons are 
really needed: one for picking up and 


Attack 


heaving objects, and another for 
nimbly dashing to avoid projectiles. 
Different types of bombs also 
sometimes find their way onto the 
battlefield, and light poles and the 
like can deflect items back 
toward enemies-and each group 
can fortify its ranks with stray 
comrades simply by walking 
into them. 

According to upstart dev 
Clever Beans, the single-player 
or co-op quest mode will com- 
prise an array of challenges 
and boss battles, while the bite- 
sized matches and utter may- 
hem of multiplayer should make 
ita go-to party game that's also 
enjoyable online. And luckily, the 
game will support PS3/Vita cross- 
play, with compatible saves anda 
single purchase for both versions. 


Retro City 
Rampage 


The Pitch 

Quite simply, explains creator Brian 
Provinciano, “It’s the entire history 
of gaming tossed together into a 
chaotic open world!" Working with 
the top-down template of the early 
Grand Theft Auto entries, Retro City 
Rampage combines sandbox antics 
(like stealing cars.and hopping on 
bystanders for coins) with cover- 
based shooting, bionic arm swing- 
ing, skateboards with rocket 
launchers, and so much more. It's a 
mash-up of inspirations viewed 
through the lens of an 8-bit action 
game, and it's coming for both PS3 
and Vita, with those who buy one 
version getting access to the other. 
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MORE PSN 
TREASURES 


Tokyo Jungle 

The import sensation is inbound, 
letting players take the role of 
dozens of animals after all the 
humans leave Tokyo. It’s survival of 
the fittest—as a Pomeranian dog. 


The Pull 

Retro City Rampage simply looks 
and sounds like an absolute blast, 
and there's plenty held within, 
thanks to dozens of story missions 
plus arcade challenges and other 
activities. Despite the simplistic 
pixel-based visuals, the whole thing 
just oozes personality andseems 
incredibly reverential towards 
gaming history and pop culture 
alike. In fact, Provinciano says that 
aload of as-yetunseen cameos from 
game characters, developers, and 
other personalities are included. 
‘Tm looking forward to everyone's 
reaction coming across them when 
playing,” he admits. 


Machinarium 
Designed like a classic point-and- 
click adventure, this gorgeously 
hand-drawn title follows a broken- 
down robot attempting to free his 
girlfriend and stop an evil plot. 


Oddworld: 
Munch’s Oddysee 


Another past entry in the 
delightfully twisted platform series, 
Munch's Oddysee is being reworked 
and bumped into high definition for 
both Р53 and Vita. 


Bit.Trip Presents: 
Runner 2 


The retro-stylized series finally 

hits PSN with a fresh coat of paint, 
bringing a side-scrolling affair in 
which myriad obstacles stand in the 
way of the self-propelled hero. 
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MONSTERS 
> WITHOUT 
BORDER 


n Resident Evil 6, zombies and other bioweapons have 

become an unstoppable global menace. And that 

means it's time for the franchise to expand its scope 

like never before, with three separate, parallel 
storylines that take us to mutant-infested hotspots around 
the world. There's a lot of ground to cover, so here's a look 
at what to expect in RE6’s opening chapters... 


By Mikel Reparaz 


fits early chapters are any 
indication, calling Resident 
Evil 6 a horror game isa 
little like calling the 
Resident Evil films horror 
movies. There are zombies, sure, 
and they lurch out in creepy ways 
to do gruesome things, usually to 
us. More than ever before in the 
series’ history, however, the focus 
is more on action than on scares. 
And while that might disappoint 
those holding out hope for a 
return to the series' fear-driven 
roots, it's hardly a bad thing— 
because whether it's Leon S. 
Kennedy smacking down zombie 
hordes, Chris Redfield shooting 
his way through a Call of Duty-like 
spectacle, or newcomer Jake 
Muller fleeing from a seemingly 
indestructible cyborg hulk, that 
action is some of the deepest and 
most impressive the series has 
offered to date. 


КЕ65 campaign is actually three 
separate campaigns, each telling 
a self-contained story about one 
of the protagonists, each visiting 
different parts of the world, and 
each playing a little differently. 
They're surprisingly meaty, too; 
playing through the first two 
chapters of all three campaigns 
took us longer than а lot of full 
games we could mention. 
Chapters can run as long as 
several hours, cover a surprising 
amount of ground and can be 
played through as either the 
protagonists or their partners (ог 
both, with splitscreen or online 
co-op], each with different skills. 
All have a few things in 
common, however. The familiar 
controls of RE4 and RES have been 
distilled into something that feels 
more like a third-person shooter, 
with every character able to move 
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while aiming, stick to cover and 
roll forward into a prone position 
[at which point they can move and 
shoot while laying on the ground]. 
The cover system's a little 
unusual, in that it can only be 


activated while aiming; so long as 
we've got our guns out, though, 
we can flatten ourselves against 
walls, crouch behind low barriers 
and pop out to fire just by nudging 
the stick toward an edge. 

Each character can also 
unleash an array of devastating 
close-quarters attacks (including 


Bring a Frien 
. While Resident Evil has dabbled with co-op 
before, it's an integral part of REG. Every 
] hero has a sidekick, every campaign has 
separate paths built for each character, and 
the game packs an impressive suite of online 
matchmaking features, including drop-in/out 
play and objective settings (i.e. "Playing for 
fun,” Playing for medals,” "Here for the story,” 
etc.). If partnering up online doesn't appeal, 
there's always splitscreen (above), and if it 
doesn't appeal at all, well, then we'll always 
have an indestructible sidekick, regardless. 


d 


a few flashy pro-wrestling 
moves], which often feel more 
effective than bullets against 
RE6's inhumanly tough enemies— 
and that's great, considering that 
bullets are often in frustratingly 
short supply. Close-up attacks 
are even more powerful (and less 
draining to our stamina] if we can 
time them to counter an enemy's 
strike, in which case it's possible 
to kill them in one hit—and maybe 
even earn a few extra Skill Points, 
which can be used between levels 
to buy perks and abilities that, 
while expensive, at least carry 
over between separate 
characters and campaigns. 

Our enemies are bloodthirsty, 
our guns are loaded, our green 
herbs are mixed and ready, and 
the first two chapters of each 
campaign have been laid bare 
before us. Turn the page to begin 
finding out what lies in store. 


Producer Yoshiaki Hirabayashi sheds light on 
some of the big additions we've seen in ВЕБ 


Why divide the game 
into three parallel 
campaigns? 

What has 

breaking the 
campaign into 

three separate 
chunks 

enabled you to 
accomplish? 

Eiichiro Sasaki, the 

director of Resident Evil 6, 
wanted the game's story to. 
feature an ensemble cast. This 
has allowed us to create a very deep 
storyline, which players can enjoy from 
multiple angles as they experience global 
bioterrorism incidents from the perspectives 
of different characters, each with their own 
personality and approach. It has also enabled 
us to include a wide variety of gameplay and 
horror situations. One major element that 
covers both of those would be the crossover 
system we ve previously talked about, 

where characters from the different 
campaigns come together at specific 

points in their stories. 


Is there an order you'd 
recommend players go 
through the campaigns? 

t's essential to play all three campaigns one 
at a time in order to enjoy the game to its 
ullest, and | think the best place to start is 
with the character that interests you most. 
My personal recommendation would be 
Leon. Each has its own secrets to discover, so 
don't think they spoil each other. 


Is frightening players 
still seen as a key part 
of the Resident Evil 
experience? 

Yes, it definitely is. | was 
involved with the develop- 
ment of Resident Evil 4 and 
5, and | think the new game 
has just as much horror. 


Ustanak plays a 

huge role in Jake’s 

campaign, and yet 
we don't know much 

about him. What, if anything, 
can you tell us? 
Revealing too much would ruin the fun and 
make the game less scary, but | can 
confirm that Ustanak’s terrifying 
presence will be felt in Jake's 
campaign from start to 
finish. 


Ustanakis 
big, angry and 
seemingly, 
indestructible, 
and that’s all 
we really 
know. 


There appears to be a lot of 
variety in the Javo and how 
they regenerate; what were 
some of the challenges in, and 
motivations for, creating 
enemies that mutate in such 
wildly different ways? 

"Change" is one of the themes of Resident 
Evil6, one which touches not only on the 
enemy mutations, but the feelings of the 
characters and the game experience itself. 
The motivation for creating the J'avo was 
simply to make the game more fun, and we've 
worked to bring players an exciting experi- 
ence where even fighting the same enemy 
type is different every time, and there аге а 
lot of varied mutations. 


Welcome to Tall Oaks; try not to get eaten 


f the three campaigns, Leon S. Kennedy's 
0 storyline is the closest to traditional survival 

horror, as he and his partner Helena Harper 
explore the dying city of Tall Oaks after a mysterious 
fog zombifies most of its populace. The adventure 
begins at Tall Oaks University, where President 
Adam Benford was scheduled to speak. Instead, 
Benford starts the story as a fog-infected zombie. 
Helena claims to know why the outbreak 
happened—and, worse, says it's her fault. All will 
be revealed, she says, if they can just make it to 
Tall Oaks Cathedral. 

At first, playing as Leon is painfully slow, as we 
creep through the empty, darkened university, 
startling at every little sound, but things heat up 
after we help a distraught father find his daughter— 
who soon turns undead and chomps Dad to death. 
As we stumble through zombie-infested class- 
rooms and lecture halls, we learn something about 
REÓ's zombies: a shot to the head isn't enough to 
bring them down. Unless we're exceptionally lucky, 
it usually takes several shots (or a few stamina- 
draining kicks}, coupled with a quick curb-stomp 
once they're on the ground. This makes survival 
tricky, and makes us thankful for Leon's ability to 
dual-wield pistols—as well as for all the incendiary 
grenades someone left lying around. Eventually, 
Leon and Helena find their way to a police car and— 
after a frantic search for keys—haul ass away from 
the campus, only to crash and burn seconds later 
(because of zombies). 


Miraculously unhurt, the pair clamber down into 
a nearby manhole and begin a trek through sewer 
tunnels and shadowy subway tracks. These quickly 
erupt with flaming zombies, zombie dogs, and 
high-speed subway trains. After a quick walk 
through a few corpse-filled subway cars, we meet a 
new hazard: acid-spitting zombies, which force us 
to take cover for the first time. 

Free of the tunnels, we emerge onto Tall Oaks’ 
streets, now filled with hungry zombies, panicked 
residents, and spectacularly deadly, route- 
blocking car crashes. Plunging through 
not-quite-abandoned restaurants, 
homes and alleys, we encounter a new 
threat: a zombie with a giant, frog-like 
throat sac that can stun us by 
screaming. lt dies almost as quickly as 
any other, though, and it isn't long 
before we encounter a handful of 
other survivors. 

Taking refuge 
in а gun 
store, we 
make a 
dramatic 
stand, 
eventually facing 
an incredibly 
tough, morbidly 
obese giant before 
escaping by bus. 


0 sooner are we free of downtown than the 
N bus runs off the road, getting swarmed by 

zombies (who eat our new friends) before 
an out-of-control 18-wheeler slams it over a cliff. 
Not only does this leave the heroes unharmed, but 
it puts them extremely close to their goal; now, all 
that stands between them and Tall Oaks Cathedral 
is one very big cemetery. At night. In a storm. 

Switching over to Helena for variety's sake, we 
almost immediately fall into a flooded open grave. 

The cemetery's full of them, and 
falling in means being 

attacked at close range by a 

naked zombie that looks 

like it was dead for a very 

long time before it got up 

and walked around. The 
9۲3۷۵/۵۲۵ 5 full of these 

things, and a lot of them 
can metamorphose into Bloodshots— 
extremely fast, tough mutations that attack en 
masse once we finally reach the cathedral doors. 
During this battle, Helena's powerful, three- 
barreled Hydra shotgun comes in handy—as 
does her ability to trick-shoot it in a difficult-to- 
pull-off sequence of three stylish poses. 

As the Bloodshots swarm, someone in the 
cathedral finally mans up and lets us in. There's a 
secret passage under the altar, but opening it 
means dealing with a series of puzzles and trap 
rooms that include crossbow-firing statues, 


Helena takes point in a hunt for buried secrets 


mirrors we need to find and light up with Helena's 
aser sights, and bells that need to be rung witha 
sniper rifle. 
Opening the passage reveals a new horror: 
a creature covered in obscene, gas-spewing sacs. 
We quickly find out that it's the source of the zombie 
og, as it rapidly zombifies the cathedral’s survivors 
during the ensuing boss fight. Luckily, a few. 
rernote-detonated mines are enough to put it down. 
Forging ahead, we find ourselves in a secret 
ab filled with mysterious human-shaped 
chrysalises (called “Chrysalids’). Here, we're 
beset by more puzzles, more zombies, a cryptic 
revelation about Leon's longtime, untrustworthy 
ally Ada Wong and—after the lab gives way to a 
semi-flooded mine—we learn why we're here: 
the bioterror group Neo Umbrella forced Helena 
to cooperate with its plans by holding her sister, 
Deborah, hostage. Worse, after rescuing her, we 
find out Neo Umbrella infected her with some- 
thing that makes her burst into flames, turn into 
a Chrysalid, and emerge as a nude killer with the 
ability to sprout monstrous, glowing, clawed 
limbs frorn her back. 

Luckily, Ada Wong chooses now to show up. 
After putting a crossbow bolt through Deborah's 
skull (which only seems to stun her], she fights 
alongside Leon and Helena, helping them escape 
the crumbling, zombie-filled mine (via mine cart, 
of course] while Deborah relentlessly pursues 
them, intent on their destruction. 
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CHRIS 


CAMPAIGN 


Нег Leon's missions, Chris Redfield's 
A storyline is kind of a shock to the system. 
Far removed from the dark streets and 
tunnels of Tall Oaks, Chris—along with his partner 
Piers Nivans and their interchangeable 
squadmates—fights through the neon-drenched 
Chinese metropolis of Waiyip, battling monsters 
that behave more like conventional terrorists than 
blood-hungry fiends. 
These creatures, called J'avo, are multi-eyed 
freaks that are fast, smart, and capable 
of effectively using firearms and 
cover. They're also highly resistant to 
bullets and shooting their body parts 
can cause them to instantly 
regenerate hideous, mutated 
versions of those parts. These 
can be unpredictable, too; 
some grow whip-like arms 
and armored torsos, 
while others replace 
their arms with giant 
shields, or their legs 
with grotesque, 
moth-like insects 
Ы that then make 
0 them fly around 
upside-down. 
Chris begins his 
campaign a depressed, 
angry drunk in some 


Fear and loathing in Waiyip, China 


ашу 
Eastern European bar, but—after Piers stages ап 
intervention—quickly goes back to work for the 
Bioterrorism Security Assessment Alliance. Months 
later, he arrives in Waiyip, where а cabal of J'avo 
terrorists in Chinese opera masks has taken a 
group of U.N. workers hostage. 

The action here is faster and much more 
explosive than what we went through as Leon. 
Chris first mission is like a tour of Waiyip's slums, 
as we carve a path through filthy alleyways and 
run-down apartments, finally emerging on the city's 
rooftops, a maze of scaffolds and ramshackle 
structures. At one point, Chris gets stuck hanging 
from a horizontal pole, forcing Piers to cover him as 
he hand-over-hands his way to safety in a button- 
mashy quick-time event. At another, he and Piers 
have to stand their ground against waves of J'avo 
while waiting for backup. 

It all culminates in a building that seems to be 
sorne kind of market, as we finally track down the 
U.N. hostages—only to find them in the clutches of a 
new kind of J'avo, whose lower body has mutated 
into a giant, louse-like form that lets them scuttle 
along ceilings, easily outrun Chris and his squad, 
and drop down on top of us when we least expect it. 
Once they're dealt with (something that involves an 
explosive shootout in an elevator shaft) and the 
hostages are rescued, it's a race to get out of the 
building—exiting via a sundered third-floor 
balcony—before the BSAA's bombers bring the 
place crashing down. 


Piers vs. the Niko Bellic Army 


T he bombing at the end of Chris first chapter 
uncovers a few Chrysalids, triggering a 
flashback to the event that made Chris so 
depressed. The clock rewinds a few months, and 
the locale shifts to Edonia in Eastern Europe— 
apparently where the J'avo first appeared. Because 
this is sort of happening in Chris’ mind, we decide to 
make things extra-weird by switching over to Piers. 

As the chapter opens, the convoy Chris and Piers 
are riding in is ambushed by J'avo. These J'avo 
(many of whom dress uncannily like Grand Theft 
Auto IV's Niko Bellic} turn out to be the opener for a 
much larger act: a building-sized monster, its face a 
ragged mass of fleshy ribbons, whose weak spot is 
a bulbous organ sac on its back. Getting rid of this 
thing requires shooting its weak point, jurnping on 
its backto rip out bony spikes and jam them into the 
sac, and waiting until our APC chases it off. 

It isn't long before Piers and Chris need to split 
up; while Chris plays cowboy and distracts a tank on 
a bridge, Piers breaks off and plunges through a 
dark cavern (his thermal-scoped sniper rifle comes 
in handy here) before coming out onto an overlook 
with a clear shot at the tank—and, more impor- 
tantly, a huge gas tank just behind it. 

No sooner do we rejoin Chris on the bridge, 
however, than the J'avo regroup, moving a rail- 
mounted gun toward us. Finn, the squad's sapper, 
saves the day by blowing the bridge in half, sending 
the cannon tumbling into the river below. 

The following calm is interrupted when Chris’ 


campaign intersects with Ja 


e Muller's, and— 


together with Jake's sidekick Sherry—everyone 


briefly joins forces to ta 
monsters and (as Chris 


e down two more giant 
and Piers) cover Finn while 


he works to blow up a few anti-aircraft guns. 
Chris and Piers then turn their attention to city 


hall, an ornate building 
soon hatch, giving birth 
monsters and scuttling, 
tures. Into the chaos str 


Chris for the first time in Resident Evil history. And 


illed with Chrysalids. These 
to huge, bear-like armored 
deadly lizard-like crea- 
ides Ada Wong, meeting 


while she seems friend 


let's just say that she's most o 
is a mopey alcoholic when his campaign begins. 


y enough at first...well, 
the reason Chris 


JAKE 


CAMPAIGN 


Jake's not a bad guy...unless he's paid to be 


and place as Chris’ storyline...but on the 

opposite side of the conflict. Jake, long-lost 
mercenary son of series villain Albert Wesker, 
begins his adventure by injecting himself with Neo 
Umbrella's new C-Virus. While the injection turns 
his comrades into murderous J'avo, however, Jake 
is unchanged—which is why, at that moment, 
Sherry Birkin (now grown up after Resident Evil 2 
and working for the NSA) comes looking for him. 
Jake's mutant blood might be the key to saving the 
world—and if that's the case, he isn't going to let it 
go for cheap. 

The newborn J'avo aren't much of a threat to 
Jake; in addition to a regular pistol and an "elephant 
killer" hand-cannon, Jake's the only character that 
can use rnartial arts as a dedicated weapon. While 
others can unleash stamina-draining brawl moves, 
Jake's unarmed strikes are quick, leave his stamina 
intact, and sometimes include one-hit-kill upper- 
cuts and pro-wrestling suplexes. 

Getting away from his J’avo-fied comrades 
quickly turns out to be the least of Jake's worries, 
however, as there's something far deadlier on his 
trail: Ustanak, a hulking, apparently indestructible 
giant who sports a big prosthetic hand filled with 
mechanized, exsanguinating syringes. Like 
Nemesis from КЕЗ, he's going to be Jake's constant 
companion, and after a brief Uncharted-style chase 
[with Jake and Sherry running toward the camera], 
he reappears to menace Jake in a warehouse. 


J: Muller's campaign begins at the same time 


Awarehouse filled, incidentally, with strategically 
placed exploding barrels and a few remote- 
detonated bombs, both of which prove essential to 
wearing Ustanak down. 

Once free of Ustanak, we get to replay the 
crossover moment with Chris’ storyline, this time 
free of the obligation to protect Finn while he sets 
his bombs. Instead, our only job is to lure the giants 
away from the anti-aircraft cannons, and we 
unleash enough firepower at their repulsive organ 
sacs that we manage to kill them in minutes (rather 
than waiting for BSAA bombers to finish the job). 

Following the battle, Chris packs Jake and Sherry 
into a transport chopper, and fora moment, it looks 
like they're home free...until something attacks 
them mid-flight. Ustanak isn't ready to let us go just 
yet, it seems. Once he's torn up our helicopter 
(forcing us to jump to a new one that's conveniently 
armed with machine-gun turrets], he swaps his 
mechanical claw for a minigun/rocket launcher and 
continues the chase, hopping between three 
attack choppers as we attempt to blast him 
out of the sky. Disabling Ustanak's rides 
only brings him close enough to wreck 
ours though, and after catching a 
falling parachute, Jake and 
Sherry plummet toward 
a snowy mountain 
range. 


Chapter Two 


Searching through a snowstorm as Sherry 


fter a rough landing, Jake wakes up to see 
A that Sherry has a huge chunk of shrapnel 

embedded in her back. Pulling it out 
reveals Sherry has at least one superpower left 
over from her childhood G-Virus exposure: a rapid 
healing factor. After that revelation, it seemed only 
fitting that we switch our perspective to hers. 

Not everything survived the fallin one piece, 
though; somewhere in the descent, Sherry 
dropped three flash drives containing all of Jake's 
blood and DNA analysis. The good news is she 
can track them on her phone, meaning we now 
have to trek through the snowbound lumber camp 
where they've landed and find them. This proves 

harder than it sounds; the terrain is treacher- 
ous, and the J'avo—who now grow armor 
plating and monstrous jaws when 
shot—have been joined by a 
new Chrysalid that's an 

extra-creepy cross 
between a crow and 
a crocodile. 

Once the 
drives are 
located, the 
pair take 
shelter in an 
empty cabin— 
which isn't 
empty for long, 

once the J'avo 


start swarming the place and blast their way in 
through a wall. The explosion sets off an ava- 
lanche, leaving us with no choice but to flee on a 
pair of snowmobiles and try not to hit any trees or 
be sucked in by the falling rocks and snow. 

The snowmobile sequence ends in an icy cave, 
which turns out to be the dwelling of our old buddy 
Ustanak. Having swapped out his prosthetic arm 
yet again, this time for a trio of rock drills, he stalks 
slowly around the caverns, seemingly blind and 
deaf—unless we run afoul of one of his moth-like 
sentries. If that happens, we're given а few 
genuinely terrifying seconds to find a hiding place 
as his booming footfalls draw rapidly closer. 
Getting past him means stealth-killing his sentries 
and then doing our best to not step on a noisy 
glass-like floor (which we inevitably do anyway, 
triggering a chase]. Finally, Jake distracts Ustanak 
with a rernote bomb, enabling Sherry to sneak past 
and grab a key card from his last victim's hand. 

The beeping lock alerts Ustanak, and—following 
another tense chase through a series of wheel- 
locked doors—we find a huge mining drill and use 
itto smash Ustanak against a wall. 

Just when it seems like we're free and clear, 
though, we're surrounded by J'avo—and worse, 
crept up on by Ustanak, who's apparently just fine. 
As a familiar face strides out from among our 
enemies to greet us, we're left wondering just how 
complicated this Neo Umbrella conspiracy really 
is—and, more importantly, what happens next. 
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W: may be in the videogame dry 
months right now, but most of 
the games managing to trickle 
through are like refreshing 
cocktails in the middle of a 
desert—and no two are the same. 
Shooters, racing games, and 
puzzlers, oh my! Even the games on 
the low end of the scoring pole are 
merely mediocre at worst. 

Unfortunately, these doldrums 
always precede a storm of games 
and, consequently, a lack of 
disposable income. Come fall and 
the holiday season, we'll be broke 
and up to our ears in AAA titles, half 
of which will wind up on our shelves 
to be pulled out this time next year. 
Ah, the life of a gamer. 

For now, we'll batten down the 
hatches and grab the summer 
essentials. We can head to the 
streets of Hong Kong to mingle with 
the triads before dipping into the 
underworld to slice and dice 
demons. Then, to finish off the 
issue's 9s, maybe we'll head to 
South America to save a rampaging 
monster or gather a few friends and 
take to the arena with our favorite 
Persona characters. Once we've 
made it through all the good stuff, 
maybe we can finally start hacking 
away at our backlog. 


DARKSIDERS II 
For a while, there were only two sure 
things in life: death and taxes. Then 


Death killed taxes. Now all we have left 


is the new Darksiders game. 


PERSONA 4 ARENA 


We love Persona games. We love 
fighting games. Get the team behind 
BlazBlue to put them both together and 
we're pretty sure the love in our hearts 
just reenacted an old Coca-Cola 
commercial. 


1 
\ 


З 


PAPO 5 YO 


All the childlike surrealism in the world 
can't cover the pain behind Papo & Yo. 
It's somber themes tugged at our 
heartstrings (in a good way]. 
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Sleeping Dogs 


Get used to driving on the left 


t's no secret that Sleeping Dogs 
1 started life as part of the True 

Crime series, only to be canned by 
Activision in 2011—but if anything, its 
untimely demise seems to have only 
made the game stronger. Like the old 
True Crime games, Sleeping Dogs is an 
open-world Grand Theft Auto-alike that 
centers оп an undercover cop who's 
torn between the need to stay clean 
and the violent temptations of life on 
the street. Unlike its predecessors, 
however, it aspires to be much more 
than that, and while it shamelessly 
cribs the best parts of games like 
Batman: Arkham City and Uncharted, it 


: Info 


* Format PS3 Pub Square Enix 
Dev United Front Games 
Price $59.89 ESRB Mature. 
It'slike GTA after a collision with. 
Uncharted and Arkham City. 


also gives them its own unique spin, 
creating something surprisingly, 
addictively fun in the process. 
Sleeping Dogs focuses on one Wei 
Shen, a young cop who grew up with 
gangsters in the slums of Hong Kong 
before dropping off their radar and 
moving to San Francisco, making him 
an ideal candidate to infiltrate the 
vicious Sun On Yee Triad. As he 
becomes more involved with the Sun 
On Yee, however, he's forced to do 
some decidedly un-cop-like things to 
maintain his cover. And as his hands 
get bloodier and his ties to the gang 
grow stronger, he begins to move up 
its ranks, something that forces 
him—and those he works for—to 
question which side he’s really on. 


Deep Cover 
That question isn't up to us to answer. 
Where True Crime forced players into 


Crime 
Buddies 


P 


ыш 


Taking a cue 
from Need 

for Speed: 
Hot Pursuit, 
Sleeping Dogs 
has a “Social 
Hub” for us to 


compare our 
performance 
with friends. 
Every time 
we finisha 
kill streak or 
ahuge jump, 
the game 
flashes their 
best scores. 


review 


т Shooting out tires during chases and 
watching enemies wreck in dramatic slow 
motion just never gets old. 


good cop/bad cop moral decisions, 
Sleeping Dogs keeps its storyline 
mostly linear, instead simultaneously 
awarding “Cop” and “Triad” experience 
points during missions (which unlock 
different abilities) based on how many 
innocents we leave unharmed and how 
awesomely we murder thugs, 
respectively. We can secretly pursue 
cases for the cops and take on tasks 
for the Sun On Yee, although these 
don't conflict with each other and are 
in fact both key to story progression. 
That odd duality aside, Sleeping Dogs 
spins a serviceably fun, suitably 
lengthy, and engagingly tense 
underworld yarn that's more GTA than 
The Shield, filled with violent, varied 
missions (with generous checkpoints, 
thankfully) and plenty of side activities 
to pursue. It doesn't always make 
sense, but whenever we start to 
question it, it shoves a grenade » 


A guess-the-numbers game 
that's nigh-impossible to 
lose but still fun, and lets us 


Fighting isa big part of the fun, 
and street fighting is therefore 
a fun way to earn cash while 
kicking the asses of up toa 


Five optional diversions in Hong Kong 


i 


Hong Kong is filled with stuff to. 

spend money on, from clothes 

and food to stolen luxury cars 
and unique decorations for 


remotely bust drug dealers. 


dozen tough guys at once. 


Wei's apartments. 


= 
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launcher into our hands and points out 
some rival triad thugs who really need 
us to blow them up, like, right now. 

The story's rife with memorably 
colorful characters, too, although they 
have an annoying tendency to drift in 
and out of the story with little fanfare, 
sometimes never to be seen again. 
This makes some of them difficult to 
keep track of, and it's especially 
problematic with Wei's love interests, 
who tend to be introduced during 
missions, pursued during a single 
optional date, and then unceremoni- 
ously dropped from Wei's cell-phone 


contact list forever. Hey, even fake 
relationships need closure. 


Street Justice 

Aside from the story, we're also free to 
wreak GTA-level havoc on Hong Kong's 
streets, which doesn't exactly mesh 
with Wei's perpetual good-cop 
standing...not that that makes it any 
less fun. Between missions, we can 
run around beating up civilians, 
destroying public property, stealing 
cars, and shooting police officers, and 
the only penalty is arrest or death, 
after which we lose a chunk of cash 


Like watching two chickens 
waddle around and slowly peck 
each other to death? Of course. 
not, but at least this carries the 

promise of a fat cash payout. 


and are put back on the street. 

Interestingly, there are more ways to 
mess with people than just running 
them over or shooting them. In fact, it's 
awhile before we even see a gun. 
Firearms are rare in Hong Kong, even 
among criminals, and Sleeping Dogs 
reflects this. Instead, our primary 
method for dealing with enemies is 
beating the tar out of them, Arkham 
City style. 

Like in the Arkham games, melee 
fights involve Wei being surrounded by 
thugs who flash red when they're 
about to attack, giving us a chance to 
counter. And unlike a few other games 
that have copied Batman's formula, 
Sleeping Dogs actually gets the timing 
right. Once we've unlocked Wei's 
extensive suite of moves (by collecting 
jade statues hidden around the city and 
delivering them to Wei's kung-fu 
teacher), the combat becomes fast, 
brutal, and surprisingly intuitive, with 
Wei able to bust out a wide array of 
attacks using simple button combina- 
tions. And unlike Batman, he can 
actually use the weapons he yanks out 
of enemy hands, enabling us to carve 
up enemies with knives and cleavers 
(which break quickly but are nasty 
while they last). 

Even better, Wei can use objects in 


Sleeping Dogs’ gangsters are 
surprisingly nice guys, once you 
get to know them. 


Like Rock Band's vocal track, 
but controlled with an analog 
stick. Fun for the novelty of 
hearing Wei warble old hits, 
but otherwise excruciating. 


THE COP. 


Can he stay good, 
огул һе go full 
gangster? 


THE CHIEF 


Wei's boss wants the 
Triads wrecked, no 
matter what the cost. 


THE PATSY 


Wei's childhood 
friend, Jackie 
unsuspectingly 
brings him into 
the gang. 


THE SCHEMER 


Ambitious and 
underhanded, Lee 
wants Sun On Yee 

bent to his own ends. 


The ability to power-ram other cars adds a lot to Sleeping Dogs’ chases—and the 
driving bit helped familiarize us to international traffic laws. Handy. 


the environment—from cardboard 
boxes and dumpsters to table saws 
and drowning-hazard toilets—to 
quickly take foes out of the fight. 
Cars—any cars—are also useful during 
combat, as Wei can smash enemy 
faces through windows, slam heads in 
car doors, pull tire irons out of trunks 
for use as weapons, or just stuff 
enemies into those same trunks for 
later retrieval (or probable suffocation, 
whichever]. 

When the guns finally do come out, 
the action feels oddly similar to 
Uncharted, with Wei able to stick to 


Yakuza 4 


ScorePole 


After a stint on death 
row, Sleeping Dogs 
takes its place among 
prominent company. 


Sleeping Dogs 
28% Gracefully beat Slammed rivals 
up groups of thugs, off the road during 
often just forfun street races 
Helped triad 18% Scored multiple 


bosses with their 
violent power 
struggles 


Did small favors 
fora random 
passersby 


headshots in tense, 


۱ slow-mation shootouts 


3% Secretly helped the 
cops take down drug 
runners and human 
traffickers 


cover and shoot a variety of satisfyingly 
powerful firearms. If we find ourselves 
outgunned, we can easily disarm foes 
at close range (once that ability's 
unlocked) and use our newly defense- 
less enemies as human shields. And 
vaulting over cover instead of cowering 
behind it activates bullet time, letting 
us pop enemy heads in slow motion as 
we launch through the air. It's not quite 
Max Payne, but it's close. 


High-Speed Playground 
Vaulting also plays a key role in getting 
around the city: Wei can parkour while 
on foot, and while it isn't quite as fluid 
as, say, Assassin's Creed, it does let 
him rapidly clamber over low obsta- 
cles or up to ledges (although 
he'll do it clumsily if we don't 
time the button press right). 
It adds a fun dimension to 
hunting for the game's 
semi-hidden collectibles, 
and there are plenty of 


Stations 


‘The Official Magai 


ay 


Unlike real undercover 
cops, Wei has no problem 
with killing. Fire at will. 


moments in the story that are built 
around it, most of which involve Wei 
chasing after some acrobatic villain. 

This being a car-crime game, of 
course, free running isn't our primary 
way of getting around. The streets of 
Hong Kong are packed with vehicles 
for us to steal, ranging from scooters 
and boring minivans to sleek racing 
machines. They're fun to drive at high 
speeds [although it takes a while to get 
used to Hong Kong's streets, where 
everyone drives on the left], and 
they're made more fun by the ability to 
open the car door and—once we're in 
range—launch Wei out onto the roof of 
whatever car's in front of him, 
immediately jacking the owner's ride 
(or, if it's a larger truck, slowly sidling 
around to the driver's-side door and 
trying not to get shaken off]. Once 
we're behind the wheel, we can jerk 
our car sideways to ram and wreck any 
pursuers, or lean out and shoot their 
tires in slow motion for a spectacular 
airborne crash. 

As fun as it is, Sleeping Dogs is 
occasionally buggy. Every so often, Wei 
will somehow get stuck, unable to 
move or to perform some vital, 
context-sensitive action, and only 
reloading a save or restarting from a 
checkpoint will rescue him. While the 
generous save system and check- 
points minimize any loss of progress 
from this, it's still annoying. 

Otherwise, this is an immensely 
enjoyable experience, with an involving 
(if not fantastic] story, stellar game- 
play, and plenty of interesting 
diversions. After its tumultu- 
ous history, Sleeping Dogs 

needed to emerge from 

cancellation as something 

special, and it doesn't 
disappoint. 


Death becomes him 


equels rarely replace the main 
G characters that launched the 

franchise in the first place— 
imagine God of War І! starring anyone 
but the Kratos or Uncharted 2 swapping 
Nathan Drake for some relic-hunting 
stand-in. Then again, few franchises 
have the Grim Reaper on their roster 
of pinch-hitting protagonists. 
Darksiders Il, follow-up to 5 
surprise critical and commercial 
success, trades apocalyptic horseman 
War for his badass-er brother, Death. 
On top of redefining the gameplay, 
this switcheroo plays an important 
narrative role. Fans of the first game 
will remember War was accused of 
pre-maturely starting the apocalypse; 


in the sequel, Death's determined to 
clear his brother's good name. 
Sporting a menacing bone-mask 
and exposed sinew-and-muscle 
frame, Death certainly looks the part, 
and while judging this plague-bringing 
book by its cover wouldn't really be fair 
to War—who is admittedly no slouch 
when it comes to siphoning lives—one 
needn't spend more than a few 
minutes with Death to realize he's an 
even bigger badass than his brother. 


Dance with Death 
Darksiders Il wastes no time introduc- 
ing the fresh anti-hero's acrobatic 
skills. Far faster and more agile than 
his lumbering brother, Death can 


wall-run—horizontally and vertically— 
scurry along ledges and beams, climb 
pillars, and mantle obstacles with a 
speed and grace that make the Prince 
of Persia look like a drunken monkey. 
We're taught these traversal tricks 
almost immediately, but it's not until 
later in the game that cleverly complex 
platforming and puzzle sequences 
allow—and require—us to truly 
unleash Death's athleticism. Thanks to 
responsive mechanics, individual 
moves work wonderfully, but they 
really shine when seamlessly strung 
together through dungeons littered 
with traps, obstacles, and lava pits. 
While Death's able to weave through 
the underworld like an Olympic 
gymnast, it's how he delivers his 
namesake that ultimately separates 
him from his horsemen siblings. 
Darksiders II's combat is as fast and 
fluid as its platforming thanks to a 
brimming arsenal of bloodletting 
weapons, powers, and abilities. 


For keeping Death alive 


COMBAT SADDLE 
COCKTAILS SLAYER 

Mix weapons, Save some health. 
powers, and abilities by slicing and dicing 
when battling tougher smaller enemies with 
foes—buttonmashing Death's scythes from 


brings defeat. 


atop Despair. 


CLIP THEIR CHOOSE DON'T BEA 
WINGS WISELY HERO 

Thin the flocks of Focus on the Fast-traveling back 
flying enemies with Necromancer or to town for weapons 
Redemption's ranged Harbinger skill tree— and gear before boss 
projectiles. That's explore the other ona battles is nevera 
what they're there for. second playthrough. bad idea. 


B Every horseman needs a reliable steed, so what better pairing than Death and 
Despair? Used for both traveland combat, Despair proves invaluable. 


The visceral fighting should feel 
familiar to anyone who's butchered 
ugly beasts with Kratos’ Blades of 
Chaos: Alternating between standard g 
attacks with Death's signature scythes В 
and secondary blows from behind а 
variety of war-hammers, gauntlets, | 
апа maces—all while evading enemies’ 3 
attempts to tear Death a new one— ۱ 
provide the combat's intuitive 
framework. 
Built on that solid structure, though, 
are numerous layers of nuanced 
strategic options and tools. Beyond the 
more basic blades and blunt weapons, 


af War III 


ScorePole 


Darksiders ll can deal 
death with the best 


we can unleash hell from behind of ‘em. 
What we did in... Darksiders II 
4%, Made new 1% Tossed our 


friends..and lots DualShocks after 


of enemies being trampled 
byaboss 
36% Platformed 
and puzzled through 48% Carved up more 
dungeons features than a 
fexas slaughterhouse 
5% Stopped to 
enjoy the richl 


realized dari 


fairytale setting from atop Despair 


Redemption (Death's ranged hand- 
cannon], turn baddies into soup with 
his Reaper form, and conjure 
zombie-occupied coffins to do our dirty 
work. But these widow-making 
options still just scratch the surface of 
Death’s many ass-kicking options. He 
can also lay waste to demons from 
atop his undead steed, Despair, and 
wade into enemy hordes before 
triggering any number of purchased 
skills, such as one that buckles the 
ground beneath his feet. On top of 
being more than capable of bloodying 
the battlefield, Death's tricks also 
quench his thirst for puzzle solving and 
exploration. His Deathgrip and 
Voidwalker powers, for example, allow 
him to shoot ziplines and create 
portals, respectively. 

If all this depth wasn't 
dizzying enough, Darksid- 
ers Il also delivers the 
ooting-and-leveling 
addiction of a dedicated 
RPG. There are two distinct 


PlaySta 


B Death apparently picked up a few tips when 
he axed the Prince of Persia games. 


skill tree paths to pimp; weapons, 
armor, and gear to manage; combat 
upgrades to spend coin on; side- 
quests to tackle; and colorful charac- 
ters to chat up. There are also plenty of 
dungeons to conquer, an expansive 
over-world to explore (fast-travel and 
Death's bird buddy aid navigation], a 
twisty story that nicely ties into the 
previous title's narrative, and epic boss 
encounters that could make Kratos 
soil his skivvies. Most impressive, 
though, is the dev's deft balancing and 
pacing of all this daunting gameplay 
and content. 

That's not to say, however, the 
armor's not without a few cracks. 
There were a few areas where we 
found ourselves at a total loss for what 
to do next, and some of the tougher 
boss battles can be more frustrating 
than fun. Still, aside from some 
technical issues—action-halting 
content loads being the worst 
offender—these other potential flaws 
probably won't be viewed as such by 
seasoned players. While it's not nearly 
as punishing, Darksiders Il is very 
much a gamer's game in the vein of 
Dark Souls. In other words, 
even when this polished, 
superior sequelis kicking 
our ass and crushing our 
Soul, it still feels fair, fun, 
and rewarding as hell. 
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A dreamlike portrayal of a 
nightmarish situation 


Papo & Yo 

is the latest 
graduate of 
Sony’s Pub 
Fund, which 
provides cru- 
cial capital to 
indie studios 
that lets them 
create and 
self-publish 
their unique 
titles in 
exchange 

for timed ex- 
clusivity. For 
more on Pub 
Fundandits 
pastandfu- 
ture releases, 
flip back to 
page 58. 


ithout its grim subtext, Papo & 
Yo would simply be a charming 
little puzzle-platformer, one 


about an imaginative boy named Quico 
who follows a mysterious girl through his 
Colombian favela—or at least, he tries to. 
Quico's friend, a large, ever-present pink 
beast, slows his pursuit, forcing Quico to 
shepherd the monster through the 
desolate streets by manipulating its 
basest instincts. The beast generally 
seems like an amiable creature, eagerly 
following Quico and the mangos he uses 
as bait, but everything changes when 
the frogs appear. 

When the beast ingests a poisonous 
amphibian, it transforms into a violent, 
lame-covered demon that charges 
after Quico before grabbing him and 
tossing him about like a ragdoll as he 
screams in agony. Papo & Yo isn't simply 
a game about a precocious kid and his 
imaginary, albeit temperamental friend. 
t's an allegory about growing up with 
another kind of monster: an alcoholic 
ather who becomes an aggressive and 
terrifying brute when he drinks. 

It's a very new kind of subject matter 
or games—a deeply personal tale 
based on creative director Vander 
Caballero's own upbringing, as hinted at 
by the opening dedication to his family 
or "[surviving] the monster in my 
ather.” The pieces come together 


Quico's monster becomes abusive 
and enraged when it ingests frogs, a 
somber symbol of addiction. 


subtly—with a glimpse of a boy hiding in 
a closet or a dark flashback of a man 
with the monster's shadow—but when 
the beast swallows his first frog and 
charges headlong towards Quico, it hits 
like a punch to the gut. 

Quico's quest to have the monster's 
affliction cured by a faraway shaman 
takes him through an array of environ- 
mental puzzles, where the world 
around him can be manipulated to 
reach his goals. Shacks sprout 
legs and run to new locations 
when their knobs are 
turned; houses stack up to 
create a tower that can be 
contorted into a bridge; and 
a peeled-back portion of the 


ground can be snapped back into place 
to trap the belligerent monster. Quico's 
afforded just a handful of basic abilities 
like jumping and holding/throwing 
items through a straightforward set of 
puzzle scenarios. But the way the game 
reshapes the surroundings to present 
each situation is beautifully done, with a 
visual mix of the serene and the surreal 
that intrigues and delights. 
Viewed through the lens of a 
threatened child, the mystical aesthetic 
and simple approach makes sense. The 
world seems misshapen and incom- 
plete because that's how Quico sees it. 
Same goes for the monster. Papo & Yo is 
at times intensely discomforting (and 
rightfully so), setting a new benchmark 
for emotional storytelling in 
games. Despite its brief 
tenure (less than four hours] 
and light mechanics, it's one 
of the most powerful and 
impactful games we've ever 
played. ANDREW HAYWARD 


Back to basics means 
a return to form 


he Tony Hawk franchise has come a 

long ways since it made its 
asphalt-shredding debut on the original 
PlayStation 13 years ago, but awkward 
attempts to innovate in more recent 
years—with several games hinging on 
the use of a clunky, wheel-less 
skateboard peripheral—left the series 
in a bit of a slump. Who would have 
thought the trick to making it all fun 
again would be simply cutting out all the 
fancy crap and going back to square 
one? Tony Hawk's Pro Skater HD is a 
short, sweet, and satisfying return to 
the early days of buttonmashing trick 
combos that reminds us of how 
awesorne the series once was and 
could be again. 

Mixing up seven slightly tweaked 
stages from the first two Tony Hawk 
games, this slick-looking reboot keeps 
the original formula intact. Grinding 
rails, pulling off spinning aerial grabs, 
firing up flip tricks, and stringing 
everything together into massive 
combos with manuals is refreshingly 
simple fun. Sure, it’s more bare bones 
than we've grown accustomed to, but 
there's still plenty of flexibility to bust 
out some impressive moves. The tight 
time constraints imposed by the 
arcade action also create a 
strong sense of focus—there's a 
certain old-school thrill that 
sets-in every time we drop in for 


Oh Officer Dick, if only real policemen were 
as friendly to skateboarders as you are. 


a two-minute run to try to hit the 
toughest high-score tiers and tackle as 
many goals as possible. 

The lack of an open world to explore 
matters little here because each 
amiliar stage is lovingly recreated with 
new visual flourishes that balance the 
nostalgia factor with a snazzy new HD 
ook. Staple multiplayer modes like 
rick Attack and Graffiti make a return, 
and the new Big Head Elimination mode 
puts a hilarious spin on executing tricks 
to keep our rapidly expanding noggin 
rom bursting. 

Unfortunately, multiplayer is an 
online-only affair, and many of our 


avorite courses and 


soundtrack staples 


are missing in action. We also encoun- 


tered a handful of mi 
issues, like wacky fa 


nor technical 
L animations and 


environment clipping. But even with a 


limited breadth 
more nostalg 


combined. мх 


of content, Tony 


Hawk HD manages to dish out 


ic fun for $15 than 


our last few retail purchases 


Each stage has 


an unlockable Trophy challenge with 


oft-insane objectives held within. 


Sensory 


connecting like 


overload 


eemingly designed to deliver 

the digital equivalent of a 
hallucinatory trip, Dyad's 
psychedelic aesthetic delights to 
immense degree, with a dizzying 
array of flashing lights gyrating 
towards the screen as rapid beats 
add another frenzied layer to the 
experience. 

Dyad may be a visual contem- 
porary of games like Rez and 
Child of Eden, but rather than 
shoot enemies, we're tasked with 
hooking onto foes as they spin 
along the edges of the tunnel and 
-colored pairs to build a tally and propel 


further ahead. The missions start breezily enough but 
quickly offer fresh and more challenging objectives, 


such as "lancin 


4” foes by sprinting into them, whipping 


through multiple tunnels in record time, or simply 


surviving for as 


ong as possible while the speed 


continually creeps hig 


ner. 


Much as this dazzling indie effort charms and 


surprises, its curious 


predilection toward momentum- 


killing obstacles softens the buzz, with necessary 
boosts positioned far too closely to brutal hazards that 


drain the score and/or slow the action. 
Dyad remains a worthwhile trek, but it 
mesmerizes in spurts rather than 
with a consistent tenor. 


Old-school gaming with a new-school price tag 


Rainbow Moon is smooth and intuitive. 
Getting the hang of the combat system 
doesn't take long, and after that, we can 
fight almost as fast as we can think. 
Character progression is a constant, 
continuous process, without any 
mandatory stretches of empty grinding 


Bx 


As of press time, the top of the leaderboard has 160 hours down. Yeah, 


Ree Moon is what we now call a in between each opportunity to build up that's some serious replay value. 
strategy RPG. If you're old enough, a hero's skills. 
though, you'll remember when most of Much like the gameplay, the presenta- 
the plain old role-playing genre felt this tion also takes an old school approach 
way. Games like Ultima and the and adds some modern polish, though 
SSI-developed Dungeons & Dragons the story is still only half there. 
adventures all had this kind of turn- Does Rainbow Moon pack enough 
based combat and not-quite-linear gameplay to pass 15 dollars worth of 
quests scattered around an expansive time? Absolutely, and then some. The 
fantasy world. asking price doesn't cover cutting-edge 
What Sidequest Studios did is take graphics or overproduced Hollywood 
the basic structure from those vStat cutscenes, but chances are the 
games and give it a smooth coat RPG veterans out there don't 
of polish. Where RPGs in the early feel the need to shell out for 


years were tedious and slow, those anyway. DAVID к. зл 


ia N A Japanese RPG 
— г NH 92 meets a fighting 

> Sa ee ks Ё 2 game fan’s fighting 

moo game? This may be 


% 
EN = the niche-iest niche 
that ever niched. 


projections to amplify their attacks 
during the one-on-one duels. 
A novel input system lets rookies 


Best in show unleash flashy combos just by tapping 
Square, while veterans will appreciate 
an service doesn't get any better than single-player content, this is one of the the myriad of intriguing mechanics, 
this. Deftly blending the youthful, best genre-swapped games of all time. challenges, and online modes. It can be 
supernatural sleuths of Persona 4 into We were instantly enamored with tricky to decipher what's happening 
the 2D "anime fighter" genre perfected Arena 5 poppy tunes and sublime onscreen when it's jam-packed with 
by Arc System Works (the team behind high-def spritework. Every aspect of the super meters, debuff indicators, and 
BlazBlue), Persona 4 Arenas got game's design feels polished to a snazzy Persona attacks, but it's the 
everything RPG and fighter fanatics mirror finish. Though there are kind of complex, calculated chaos 
could ask for. With a superbly balanced only 13 fighters in total, they each that gets our 2D fighting hearts 
if slightly slim) roster and over 30 hours employ an entirely unique style, aflutter even if it might alienate 
of charmingly voice-acted, story-driven utilizing their spectral Persona some casual fans. PATRIC ў 


Way of the Samurai 4 


Format PSN Pub XSEED Dev Acquire Price $39.99 ESRB Mature 


None of those “choose your own 
adventure” books we read as kids 
prepared us for the pink skirts and 
indiscriminate murder of Way of the 
Samurai 4. We customize a samurai and 
wander into a small town where the 
decisions we make throughout the brief 
campaign lead to one of 10 different 
endings. The simplistic combat mainly 
consists of mashing two buttons and 
glitches occasionally blocked our path, 
but we somehow still found 
ourselves enjoying the game's 
unpolished childishness. It never 


pretends to be a serious game, and 
though it might be a little too pricey for 


dumb entertainment, it does 
provide some fluffy sandbox fun. 


Growlanser: Wayfarer of Time 


Format PSP Pub Atlus Dev Career Soft Price $29.99 ESRB Teen 


Growlanser's unique combat system has 
long been a selling point for the 
franchise. It's almost like a real-time 
strategy game taking place on the small 
scale of a Japanese RPG, with constant 
motion and instant decision-making 
creating addictive battles. Unfortunately, 
this game spends a maddening amount 
of time on other stuff. The combat-to- 
puttering ratio gets better down the back 
stretch of the story, but making it there 
calls for trudging through several 
chapters that don't dish out enough 
involvement or challenge to be worth 


Test Drive: 
Ferrari Racing 
Legends 


Format PS3 Pub Atari/Rombax Games Dev Slightly 
Mad Studios Price $49.99 ESRB Everyone 


Though a competent simulation racer, 
it's tough to overlook Legends' many 
shortcomings. Jaggy shadows and plain 
backgrounds hurt its visual appeal, while 
occasionally odd physics and a lack of 
vehicle customization hurt its gameplay. 


The online we played was serviceable қ 
but barebones. At least the campaign | 


is structured interestingly, breaking 


the time. This PSP edition has a lot of 
extra content compared to the PS2 
original, though, so fans of the 
| series might want to give it a shot 
regardless. 11 


the 50 available Ferraris and 36 courses 
into three eras. The vintage cars and 
period correct course configurations 
stand out, but most players will rankle at 
being forced to unlock nearly everything. 
In an era where marque exclusivity is 


nearly irrelevant, it's difficult to 
recommend this over something 
like Gran Turismo 5. т 


review 


Saints Row: 
The Third 
Genki Girl Pack 


Price $2.99 ESRB Mature 


Who doesn't want a 
fire-breathing tiger 
bike, a giant crusher of 
an ATV that looks like a sad panda, or a pink machine- 
gun-equipped sports car with a cat's tail? We especially 
enjoy how each of the crazy rides in this pack is themed 
to match its owner's saucy personality. 


Birds of Steel 
Map Pack 2 

Price $7.99 ESRB Teen 

Two historic WWII 
Eastern Front air battles 
(Stalingrad and Korsun 
Pocket} are the meat of 
this map-pack DLC, but the potatoes are just as tasty, 
with bonus historical missions and campaigns, three 
Mission Editor layouts, and three versus maps for further 
dogfighting action. 


| Bust 514 Mercenary Pack Bundle 


Price $19.99 ESRB Teen 


Anyone who couldn't make into the beta for this 
yet-to-be-released companion shooter to the 
EVE Online universe can pick up this bundle to. 
receive preferred access to the action and some 
cool extra goodies to boot. Beyond a chance to 
hop into the fray before the rest of the general 
public, it also includes $20 of in-garne currency, 
a skill booster, and a handful of exclusive guns 
and gadgets. 


A 


Price $49.99 
Creators Joss 
Whedon, Zak Penn 
Starring Robert 
Downey Jr., Mark 
Ruffalo, Chris Evans, 
Chris Hemsworth, 
Scarlett Johansson, 
Samuel L. Jackson 
Rated PG-13 
Extras Director's 
commentary, 
deleted and extend- 
ed scenes, making- 
of featurettes, 
second screen, 
music video. 


Star Trek: The Next 
Generation Season One 


Boldly going where few '80s TV shows have gone 


The Next Generation has hit its 25th 

anniversary, but Paramount and 
CBS are certainly celebrating in style. 
TNG has been given the same HD 
overhaul as the original series, and the 
results are impressive. Aside from 
sharp HD visuals and incredibly 
remastered special effects, the show 
blasts through home theater systems 
with a brand new 7.1 audio mix. 

There's more than 90 minutes of new 
documentaries to commemorate the 
release as well, in addition to extras 
previously released on the DVD version. 
There are gag reels, origin stories, 
promo spots, and some interesting 
background material on the conversion 
to HD included across the six discs, so 
Trekkers will have plenty of stuff to 
geek out on. With all 25 episodes of 
season one packed into the box, this is a 
pretty easy recommendation for fans. 

After nearly three decades, late- 
night reruns, and endless pop-culture 
references, it's great to be able to see 
the show in this newly cleaned-up 
light. While the famous crew and 
ship definitely show some age 
and wear and tear, Paramount 
has done an impressive job 


I t's hard to believe that Star Trek: 


transferring Captain Picard's 
spacefaring journey from the original 
film to Blu-ray. 

Age aside, the series still manages to 
feel relevant with its exploration of 
moral and ethical choices, prejudice of 
all sorts, and the effects of violence. 
Thankfully, it also manages to get most 
of its messages across with plenty of 
action, and its characters are still just 
as memorable (if not more] as those in 
the original series. 

That said, TNG certainly took its time 
to get going. The opening episode in 
particular is a slow-paced drag, and for 
most viewers above the age of 19, 
memories of Wesley Crusher are better 
kept in the past. The season thankfully 

gets better as it goes, even if it 
moves in fits and starts, and by 
the end, it'll have sci-fi fans 
primed for the inevitable HD 
release of season two. 0 


blu-ray 


Blu-ray Roundup 


Lockout 

Price $35.99 Rated PG-19/Unrated 

It wouldn't have killed Lockout to have some 
semblance of logic and scientific reasoning. Still, as 
big, dumb sci-fi action goes, it's a ton of goofy fun. 
Guy Pearce gets to show off his action-hero chops as 
a hilarious secret agent whose main skill is surviving 
improbable situations while cracking wise. 7) 


Boardwalk 
Empire 

Price $79.98 Rated NR 
Season two ups the 
violence ante a lot, 
but maintains great 
acting and drama, 
along with HBO's superbly high production values, 
as its core. There are even a few genuine surprises 
along the way and for fans of crime fiction, Boardwalk 
Empire is brilliant television. 8) 


Hung Season 3 
Price $49.98 Rated NR 
Tragically, this is the 
last season of one of 
the most intelligent, 
entertaining, 

and human adult 
comedies on TV. The final episodes add a host of new 
problems and, finally, some success for Ray Drecker 
and crew, with a satisfying, if sadly open, ending. 
We'll miss you, Big Donny. 8) 


The FP 

Price $29.97 Rated R 
With dialogue that 
seems to have 
been written by a 
vulgar 12-year-old 
and some truly 
terrible acting, The FP is not a good movie. The "805 
overtones and story about gangs who fight for turf 
by playing Dance Dance Revolution are funny, though, 
elevating it to so-bad-it's-entertaining status. 


playstationthemagazine.cam L 


HIOD One 


| The ultimate bike accessory, this 
Bluetooth communicator lets us 
| chat up fellow cyclists from up to 
| 1,300 feet away. It can place 
| calls, access music on a phone, 
| and even display speed, 
distance, and time via a HIOD 
One smartphone app. 


Price: TBD 


hiodsports.com 


Puxxle 


Like puzzles, old-school 
videogames, and art? 
Behold Puxxle. Anywhere from 
210- to 583-pixel puzzle pieces 
fit together to create digi-wall 
art. Choose from Hitchcock or 
Einstein to owls and reindeer, 
or even a cactus. 


$23 and up 


puxxle.yoyo.es 


Philips Shoqbox 


Whether dangled froma 
hammock, splashed with 
water, or dropped froma 
height, the Shogbox is а 
speaker designed to withstand 
the outdoors. Combine two of 
them, and they cleverly split 
into left and right channels for 
great stereo sound. 


$180 


philips.com 


For % 8 J, the big letter on the box 
is a good start. But sometimes she 
wants to know more about the games 
Sean and want to play. And 
now she can, right f 1 
right from the store. 


You can do the same thing with 
ESRB’s free mobile app. 


Learn more at ESRB.org/mobile. 
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or damage to any Submission. By sending in your Submissions to РТОМ you represent and warrant that you own or otherwise have all necessary rights to the Submissions to allow us to publish them in PTOM and as foll 


PlovStagie 


(۱2 ۰ 


| was wondering if there is any word on 
the Vita being able to play PS3 games 
via remote play. They showed a tech 
demo with Killzone 3, and l've seen 
hackers playing games like Battlefield 3 
smoothly. So where is it? | realize that to 
sell Vita games Sony might need to 
delay this feature for a while so the devs 
don't go out of business, but they seem 
to just have forgotten about it. | would 


however, we cannot promise to pu 


h any Submis 


even be willing to pay a small fee [say 
$5) for each game to play remotely on 
my Vita, much like an online pass. 
(Maybe make those remote play passes 
free for PlayStation Plus subscribers?) 
It's one of the biggest reasons | bought 
my Vita. At E3 they announced PSone 
games for it but...that's not very 
impressive. THE INTERNET 


Don't worry, Bishop, playing PS3 games 


n and none will be returned. Neither PlayStati 


: The Official Magazin 


Strap on your hype helmets as we talk God of 
War, Metal Gear, and a slew of missing sequels. 


PTOM EIUS EEUU com 


remotely on your Vita isn't going to drive 
any handheld developers out of 
business...at least, not any time soon. 
Basically, remote play turns your Vita 
into an all-in-one wireless television/ 
DualShock controller since it's just 
streaming video from your PS3 to your 
Vita while the Vita beams back controller 
inputs. Now, while the Vita is technologi- 
cally capable of accomplishing this, 
making this option available for a 
specific PS3 game isn’t as simple as 
flipping a switch—it actually requires 
some extra work by the developers. So 
really, it’s not a matter of Sony deciding 
to limit the Уйа 5 capabilities, it's 
developers choosing not to utilize them. 
Will more games start to offer this 
functionality as the Vita becomes more 
established? Most likely. But at this 
point, it’s a little tough to predict. 


It almost feels like a sin to say this, but I 
just can't seem to get pumped for either 
God of War: Ascension or Metal Gear 
Rising. After playing GOWII/ and MGS4 
and witnessing their grand finales, l'm 


"PTOM"] nor Future US, 


You grant PTOM a 


worldwide, royalty-free, perpetual, irrevocable, non-exclusive right and fully sub-licensable license to use, copy, distribute, publish, modify, adapt, translate, and store, your Submissions, in any form, format, or medium, of any kind now known or 
later developed and to use your name, likeness, and any other information in connection with the use of the Submission you provide. 


fully satisfied with the experiences I've 
had, and l'm ready to move on (and this 
is coming from a guy who still has those 
GOWIII 7-Eleven Slurpee cups from 
2009). How can developers expect me to 
get excited when they spent the last 
time telling me it was going to be the 
end? Seriously, MGS4 had perfect 
closure, and both titles said what they 
needed to say. Now l'm stuck with 
another prequel to Kratos’ story (the 
first game, two PSP games, and the 
comics said all they needed to say] and a 
game whose only selling point is 
"cutting things.” Maybe | just need to 
play these games firsthand to get my 
motivation back, but right now, | fear 
these titles are going to turn into Halo 
(where we are still "finishing the fight" 
five years later). SPARKY THE INTERNET 


We've been grappling with some of those 
same feelings, Sparky. As much as we 
love these franchises, were totally 
content with how they "ended." We 
laughed, we cried, we moved on—and 
frankly, we don't like developers 
messing our fond memories by trotting 
Kratos and Raiden out for another 
go-around. That being said, we've seen 
both games in action (and even played a 
fair amount of Rising], and both games 
look really good. Like, REALLY good. 
Perhaps we all need to shelve our 
nostalgia and skepticism and just enjoy 
the games for what they are: badass new 
experiences from some really talented 
developers. 


Sell Your Soul 

| feel like everything in the pages of 
today's magazines compared to the last 
century is all about advertisements, 
which | do not like about the American 
society. | was born and raised here in 
America, and | have seen how it has 
gone from a happy country to a sad 
country that no one likes. | think adver- 
tisement is taking its toll by brainwash- 
ing Americans into an economic 
downfall since they just spend without 
checking their budgets, which makes 
the economy fall since no one has any 
more money for the necessities. We as 
a country need to wake up back into the 
real world with our pockets and realize 
that we are being tricked and not 
everything is as good as it's advertised. 
So, would you kindly please cut back on 
the advertising and focus rnore on what 
we care about through gaming? 
SNAKEMAST345 NORTHERN ILLINOIS 


Tamahigfan 

of Minecraft, 
and whenit came 
out for Xbox 360, 
Iwas hoping they 
would release it 
for PS3 as well. 
Do youthink it 
might come out 
for P53 as well? 
Know when 
mightit come 
out? 
MINECRAFT 
MIKE 


THE INTERNET 


Sadly, 

Minecraft 
seems to be a 360 
exclusive, so don't 
expectit to launch 
on P53 any time 
soon, However, 
itshouldrunon 
just about any PC 
youmightown, 
sojustthis once, 
we'll forgive you 
ifyoudecide to 
play agameon 
another platform. 
The Minecraft 
phenomenon 
cannot be denied, 


Uh, well, we actually have substantially 
fewer advertisements now than we did 
even just five years ago. In fact, our 
magazines are generally more than 80 
percent content, which is a pretty healthy 
ad-to-content ratio compared to other 
publications. And while we feel your 
perception of America's economic woes 
might be a little too myopic, we are big 
fans of spending wisely. Remember, 
kids, every dollar is a vote! 


Stop Asking Already! 
Where oh where is Final Fantasy XIII 
Versus!?! Wasn't this game in develop- 
ment at the same time 25 XIII? And since 
then, we got Х///-2, which | just finished. 
Even XIVis out [On PC.—Ed.], and still no 
word on XIII Versus. 

KEN THE INTERNET 


Have you heard any news about Square 
Enix developing a new Kingdom Hearts 
for PS3? They are on the 10th anniver- 
sary this year, and | thought they were 
going to create a version for PS3 when 
2012 arrived. At minimum they should 
be remastering the first two and release 
them as a bundle like God of War did. It is 
unfortunate that all they are focusing on 
are handheld versions of the KH garnes. 
ERIK THE INTERNET 


| was wondering if there had been any 
rumor of a .hack game coming to PS3? 

| still have all my old .hack games from 
the PS2 and enjoy playing them. It is 
actually one reason | will not upgrade 
my first-gen PS3 to a newer one. | really 
enjoy the .hack games and hope we will 
see one soon on PS3! 

KB THE INTERNET 


Guys...no. If we knew something, we'd 
tell you. We appreciate your passion, but 
since we don't make the games, we're 
definitely not the people you need to be 
emailing with your requests. 


contact 


All the other stuff that 
distracts РТОМ 


Madagascar 3: 
Europe's Most 
Wanted 


“As a father, I 
often have to see films that 
aren't exactly on my personal 
‘must see’ list. I wasn’t expect- 
ing much from Madagascar 3, 
but it was surprisingly fun and 
enjoyable. I actually preferred 
it over Brave for а summer 
family flick.” ROGER BURCHIEL 


Swearin’ 

“In my eyes, 

Î the Crutchfield 
sisters can do 

j no wrong. Every 
band they've started over the 
past five years (whichis quite 
afew) has delivered fuzzy, 
melodic gold. This band’s 
self-titled LP is no different. 
Free download at ifyoumakeit. 
com!" SCOTT BUTTERWORTH 


“The gripping 
finale(?) to Alan 
Moore's refer- 
ence-packed, 
mature-readers comic master- 
piece brings its Victorian 
superheroes to modern London 
for one last, apocalyptic battle. 
Best of all, the literary and 
pop-culture references are 
now recognizable enough to be 
spotted without a guide, mak- 
ing me feel smart.” 

MIKEL REPARAZ 


Funko POP! Heroes 
"I'ma grown woman 
who appreciates 
toys, especially 
when those toys 
are stupidly cute versions 
of my favorite superheroes. 
My Green Arrow POP! figure 
makes me the happiest lady in 
the world. Ijust wish he had his 
hat rather than the hood...” 
ANNE LEWIS: 


directory 


NCEE 


TION ®,‏ مت 


Cliffhanger 


Uncharted 3 


Drake’s Deception 


A PS3 essentials collection 
without Uncharted is like a life 
without air. This love child of 
Lara Croft and Indiana Jones 
is a deft blend of storytelling, 
memorable characters, and 
action gameplay. 


Acts of Vengeance 


God of War III 


Huge, beautiful battlegrounds 
and brutally gory fights with 
magnificent climaxes: we 
expected the world from the 
finale of Kratos’ trilogy, and we 
got it. A must-have for anyone 
with even the slightest amount 
of bloodlust. 


4 Pub SCEA 
- Dev Naughty Dog 


Pub SCEA 
Dev Santa Monica Studio 


Knight Makes Right 
Batman 
Arkham City 


PTOM's 2011 PS3 Game of the 
Year, Arkham City presents us 
with a deliciously realized 
open world—even more 
reason to fall in love with 
Gotham's dark underbelly 
and its determined protector. 


Wealth of Stealth 


Metal Gear Solid 4 


Hideo Kojima's masterpiece 
might be criticized for its 
lengthy cutscenes and 
convoluted storyline, but that 
shouldn't stop anyone from 
experiencing one of the most 
important games on any 
platform today. 


Pub Warner Bros. Int. 
Dev Rocksteady 


Pub Konami 
Dev Kojima Productions 


۳93 


Essential collection 


Build the ultimate PS3 library with our 
no-filler guide to the best nextgen games 


Combat King 


Call of Duty 
Modern Warfare 3 


Keeping up with the modern- 
combat Joneses and the 
franchise's sterling history 
isn't easy, but MW3 offers new 
and improved multiplayer 
modes and an epic conclusion 
to the trilogy's storyline 


On Paystonon.- 


Cinematic Adventure 
Heavy Rain 


Innovative, intriguing, and 
immersive, Heavy Rain is one 
ofthe most original titles in 
years. The mystery of the 
Origami Killer will keep you 
guessing until it's solved... 
or until the heroes die in the 
process. 


24 БЫЛ aS 
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Western Wonder 


Red Dead 
Redemption 


Continuing with its record of 
amazing titles, Rockstar's 
latest open-world game 
combines a drop-dead 
gorgeous Old West with a 
mesmerizing story and 
fabulous characters. 


Pub Rockstar Games 


Pub Activision 
DevInfinity Ward 


Pub SCEA 
Dev Quantic Dream 


Dev Rockstar SD/North 


War of the Worlds 
Killzone 3 


War isn't pretty—unless you're 
playing Killzone 3. But the 
latest clash between the ISA 
and Helghast ventures beyond 
great graphics with improve- 
ments to combat, storyline, 
and multiplayer that propel it 
to the FPS genre's top ranks. 


Beat Street 


Super Street 
Fighter IV 


An update to the best fighting 
game from the most 
well-respected series in 
gaming history makes for a 
can't-miss title. Kicking heads 
and nostalgia combine to form 
one perfect package. 


SAINTS ROW 


THE THIRD 


Devilishly Entertaining 
Saints Row 
The Third 


Saints Row is for those who 
want more cat-men and 
exploding octopi in their crime 
games. Loaded with wacky 
side quests and a story that 
kept us fascinated, The Third 
is good oU dirty fun. 


Pub 5СЕА 
Dev Guerrilla Games 


Pub Capcom 
Dev Capcom 


1 Pub THQ 
Dev Volition 


Sci-Finest RPG 


Mass Effect 2 


Mass Effect 2 has a spectacu- 
lar story wrought with intense 
action and game-changing 
decisions. We loved sequel 
Mass Effect 3 as well, but the 
ending didn't quite live up to 
ME2's masterful build-up. 

Or you could just play both. 


Pub Electronic Arts 


Power 


crisp HD, ear-splitting 
audio, multi-processor 
might, and Blu-ray to 
deliver pure gaming 
perfection. 


Connectivity 
USB slots to plug in 

DualShock pads and 
many other devices. 


Great to Create 


LittleBigPlanet 2 


Oh Sackboy, how we love thee. 
The biggest little platformer 
оп PS3 is rocking our world 
with its sequel. The standard 
in-game fare is excellent, but 
it's the ingenious community- 
crafted levels by fans that truly 
amaze and delight. 


Pub SCEA 


Custom silicon harnesses 


Maximum Carnage 


Max Payne 3 


Our favorite world-weary 
anti-hero returns, this time 
blasting his bullet-time way 
through Brazil as he deals 
with depression and 
alcoholism. Rockstar nails 
its signature mix of shooter 
action and gritty story again 


Online 


Surf the net, message friends, 


ASSASSINS 


Chock Full of Stalk 
Assassin's Creed II 


While the first Assassin's Creed 
may not quite have lived up to 
its full potential, Ubisoft built 
off what they learned to create 
the best parkour-influenced 
stealth game of all time. It 
doesn't hurt that it's awfully 
pretty in action, either. 


Dev BioWare 


Dev Media Molecule 


Ta) Pub Rockstar Games 
x». Dev Rockstar Studios 


: a Pub Ubisoft 
н Dev Ubisoft Montreal 


Ultimate Car Chases 


Need for Speed 
Hot Pursuit 


The high-speed pursuits from 
the good old days are back and 
they look better than ever. 
Race the cops or join them, but 
the cars are hot either way so 
don't let that sway which side 
of the law to select. 


Pub Electronic Arts 


Rapturous Shooter 


BioShock 


One of the most beautifully 
designed shooters of all time 
with an amazing story to boot. 
Due to the freshness and 
originality of the first romp 
through Rapture, we 
recommend the original over 
the still magnificent sequel. 


Pub 2K Games 


World Class Baller 


NBA 2K12 


Basketball has always trailed 
behind other sports in its 
videogame translation. Not 
anymore. 2K Sports’ franchise 
has reached true baller status 
with its gorgeous, feature-rich 
hoops experience—even down 
to the players’ tattoos 


Pub 2K Sports 


and download movies, music 
and expansion packs, plus 
demos and games from the 
PlayStation Store. 


Involving Puzzle Solving 


Portal 2 


Valve's insidiously creative 
puzzle adventure twists our 
perception of reality and 
tosses it through gateways we 
shoot into its walls. If your 
brain starts hurting, invite a 
friend—co-op adds a “hole” 
other dimension to gameplay. 


Pub Valve / EA 
Dev Valve 
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Criminal Mastermind 


Grand Theft Auto IV 


There's a reason why GTA sells 
like crazy. This open-world 
gangster game is one of the 
most incredible achievements 
that the videogame medium 
has to offer. Great story, great 
characters, great adventure. 
Just plain great. 


Pub Rockstar Games 


Dev Criterion Games 


Dev Irrational Games 


Dev Visual Concepts 


Dev Rockstar North 


Legendary Roleplaying 


The Elder Scrolls V 
Skyrim 

The vast world presented in 
Skyrim offers hundreds of 
hours of immersive 
exploration and adventure. 

It's an intelligent RPG with 
gorgeous, intense action. 
Plus, dragons. 


Pub Bethesda 
Dev Bethesda 


Its the best of the best! Get the lowdown on this 
€ month's PSN goodies no one should live without. 


BEST EULL GAMES 


A Beautiful Death 
Limbo 

Limbo may have taken its time 
coming to PSN, but it was 
worth the wait. This platformer 
melds simple controls with 
supremely challenging 
gameplay and a beautiful, but 
chilling, aesthetic. It's the rare 
game where we die often, but 
never feel frustrated. 


Tricks and Treats 
Costume Quest 


Sure, Quest is Halloween- 
themed, but the adventure 
itself is timeless. With candy 
and monster-smiting in equal 
measure, this sugary RPG is a 
charming homage to classics 
like Final Fantasy, enhanced by 
developer Tim Schafer's 
trademark sense of humor. 


Pub Playdead 
Dev Playdead 


Pub THQ 
Dev Double Fine 


Pixel Perfection 


PixelJunk Shooter 


Featuring alien- and rock- 
blasting galore, the fourth 
entry in the PixelJunk series 
is easily the best. Saving 
trapped mining colonists with 
a versatile, environmental- 
puzzle-solving ship is a 
creative and challenging 
affair that taxes both our 
minds and our reflexes 


Brain Strainer 


Quantum 
Conundrum 


The latest mindbender from 
developer Kim Swift, one of the 
masterminds behind the iconic 
Portal puzzle franchise, 
Conundrum has us navigate 

a mysterious mansion by 
shifting dimensions—each 
possessing its own unique 
physics-manipulating property. 


Pub SCEA 
Dev Q-Games 


Pub Square Enix 
Dev Airtight Games 


Frightening Lightning 
inFamous 
Festival of Blood 


This standalone spinoff sees 
inFamous hero Cole MacGrath 
facing off against vampires. 
At stake? (groan) Cole's very 
own soul. It's enough to make 
vampires fashionably cool 
again—in spite of Twilight. 


Thrills and Spills 
Joe Danger 


An enthralling mix of 
Excitebike-style racing and 
insane stunt-driven platform- 
ing action, this vibrant indie 
gem shines brightly among the 
best PSN offerings available. 
Getting wild and dangerous on 
a motorbike has never been 
this awesome. 


Zen Exploration 
Flower 


This gorgeous concept game 
turns blowing hordes of 
fluttering petals around a lush 
natural environment into an 
unforgettable experience that 
holds up against the biggest 
AAA offerings. Consider it a 
suitable substitute for a 
bouquet for your loved one 


Pub SCEA 
Dev Sucker Punch 


Pub Hello Games 
Dev Hello Games 


Pub SCEA 
Dev thatgamecompany 


Has Heart, Wants Brains 


The Walking Dead 
Episode 1-A New Day 


Licensed games are usually 
horrific, and not in the good 
way. The Walking Dead bucks 
the trend with a riveting 
episodic adventure marked by 
an engrossing narrative, 
life-changing decisions, and 
heart-pounding showdowns 
with zombie hordes. 


Ladies' (Fight) Night 


Skullgirls 


With the fighting genre 

in the midst of a resurgence, 
it's nice to see a new 

IP join the fray. Skullgirls 
features a cast of eight 
hand-drawn, superpowered 
femme fatales in glorious 2D 
and offers an enticing mix of 
accessibility and depth. Don't 
overlook this one. 


We Are Not Alone 
Journey 


The hauntingly beautiful and at- 
mospheric Journey has us 
wandering a desert to reach a 
distant mountain. Along the 
way, we may or may not 
encounter and wordlessly 
communicate with fellow 
travelers who can aid us in 

our quest. Is this a game or 

a metaphor for life? 


Pub Telltale Games 
Dev Telltale Games 


Pub Konami / Autumn Games 
Dev Reverge Labs 


Pub SCEA 
Dev thatgamecompany 


PSN Video Delivery Service Spotlight 


What were downloading to our PS3 this month 


The Hunger Games 
ETA August 18 Rated PG-13 Genre Action Studio Lionsgate 


In The Hunger Games, the nation of Panem annually selects 24 kids to participate in a tournament 
to the death while the country, along with the friends and family of the participants, watches the 
drama unfold on national TV. We're not sure what's gained from this confrontation (apparently, 
the thought is that the diversion prevents the possibility of a revolution), but maybe Hunger 
Games ' protagonists Katniss and Peeta can teach us something of love and trust...or we'll just 
become like the citizens of Panem and cheer children slaughtering each other. 


Bo ЕЕ ЕБ SPUFF 


E 


| pe x 
Double Rainbows Neverending Story Style Check-mate Fits the Billiards War Supplies 
Rainbow Moon Mass Effect 3 Pure Chess Hustle Kings Record of Agarest 
Beginner’s Kit Extended Cut Free Set Crazy Table Pack: War 2 Right to the 
Everyone needs a boost Didn't like ME3's original We love a good game of chess, Hex Crazy DLC Blacksmith Pack 3 
sometimes. This free DLC is ending? While we can't which is why we never pass up Tired of staring at the same Lacking the materials needed 
just the thing for new guarantee you'll love the an opportunity to sexy up the rectangular pool tables? to craft the coolest items can 
adventurers as it dishes out new one, at least this add-on playing board. This stylish Looking like three smashed be a drag, but this DLC 

10 stat-boosting rainbow pearls fleshes out the game's end new free set comes in together, this one features jumpstarts the blacksmithing 
and 100 rainbow coins to story with new epilogues attractive plastic and metal bumpers and a futuristic look fun as it coughs up loads of 
purchase gear. and cinematics sheen flavors. to shake up your game. free elemental souls. 

Pub EastAsiaSoft Pub Electronic Arts Pub VooFoo Studios Pub SCEA Pub Aksys Games 


Dev Sidequest Studios Dev BioWare Dev VooFoo Studios Dev VooFoo Studios Dev Red Entertainment 


stationth 


Red Dead Redemption 

Cooler than the other side of the 

pillow that Clint Eastwood's Man 
with No Name rests his stoic poncho 

on, Rockstars tragic cowboy is probably 

535 most layered and likeable hero. 
Trying to atone for a life of crime, he 

ends up working for corrupt feds 

after they kidnap his family. He's 

also partial to stabbing the 
odd coyote. 


The Shoot 
Well, kiss our collective grits and 
call “em the Outlaw Josey Wales! 
Playing this Move shooter is just like 
being on the set of an Eastwood flick... 
if you replace Clint's impeccably grizzled 
jaw with a bunch of men made of sturdy 
recycled paper. Equip yourself with 
the Sharp Shooter and recreate 
all your guns-at-high-noon 
fantasies. 


Oddworld: 5ігапдег 5 Wrath 
Just because you don’t happen to 
۲ inhabit a Dust Bowl state doesn't mean 
| you can't be a cowboy. Just take Stranger 
asa case in shooty point. Technically he 
has more in common with Marvin the 

Martian than John Wayne, but this 
otherworldly outlaw is dang good at 
rustlin' up criminals. Looks pretty 
good in a duster, too. 
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бип 
Thanks to a certain Rockstar 

Western, Gun is less memorable than 
lukewarm eggplant casserole. Although 
the PS2 shooter may now be forgotten, 

Colton is surprisingly unforgettable 
A hunter turned sheriff's deputy, White 
is half Apache and is as lethal with 

a tomahawk as a revolver. This 

badass will make you dance 
with cherubs, not 

wolves. 


Call of Juarez: Bound In Blood 
Thought brotherly gaming love 
only came via two Italians with 
suspicious plumbing qualifications? 
Wrong. Ray and Thomas might not be 
poster boys for civil sibling relations (they 
try to off each other over both a woman 
and enough loot to fill Death Valley), 
but they have each other's back 
during the Civil War. 
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| rewardz@ne 
GAMERS. 
CLUBS 


2ND PLACE 
IS LAST PLACE. 


DONT SUGARCOAT IT, 100%.) 
ВЕ FIRST. 


REWARD ZONE® GAMERS CLUB [UNLOCKED] MEMBERS 
GET 520 іп Reward Certificates for each select game 
you Pre-order and Purchase at Best Buy? 


FOR DETAILS, VISIT MYREWARDZONE.COM/GAMERSCLUB 


To һе eligible, you must be a Reward Zone program Gamers Club Unlocked member and meet minimum age requirements of purchased game at time of pickup or shipment. Visit 
MyRewardZone.com/gamersclub for list of eligible game titles, street dates, minimum age and other requirements. Street dates are subject to change by publisher. Offer valid at BestBuy.com and in Best Buy stores in 50 U.S. /D.C. 
(excluding Puerto Rico). Game must be pre-ordered by street date and purchased as follows: (1) If you pre-order instore or online for In-Store Pickup, purchase and pick up game within 7 days of street date; or (2) If you pre-order 
online for Ship to Home, your purchase will be processed and shipped on or about street date. Please provide Reward Zone member number at time of pre-order and pickup. Eligible Gamers Club Unlocked members will receive 1,000 
Reward Zone points (worth $20 Reward Certificate) per qualified purchase. Limit one award per member per title. Points will post to your account approximately 30 days from time of pickup or shipment. Follow instructions on 
MyRewardZone.com to issue your Reward Certificate. Reward Zone membership and Reward Certificates are subject to Reward Zone program rules. Gamers Club Unlocked subscriptions ($14.99 per year) are available for purchase 
in Best Buy stores only. If you are not a Gamers Club Unlocked member at time of pre-order, you must join in-store prior to game pickup or shipment. If you join on day of in-store pickup, enrollment must be on the same transaction 
as game pickup and member number must be provided to be eligible. If you join after game pickup or shipment, you will not be eligible to receive an award for that title. No dealers. No rainchecks. 
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